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AB STRACT 

This is the second part of a two-part voltime of 
supplementary materials intended for use in the Department of State's 
Intensive English as a Second Language, Cultural Orientation, and 
?re-Employment Training Program for United States-bound Southeast 
Asian refugees. It contains classroom activities developed for the 
English as a second language (ESL) component of the program and a 
bibliographic a&d list of resource materials. The ESL activities are 
specified for one or more levels of language and literacy ability but 
can be modified or expanded. One or more teaching techniques are 
suggested, and each activity has also been referenced to a competency 
in the standardized program curriculum. The activities are prefaced 
by a definition of the five language and literacy levels and a list 
of the ESL competencies from the standardized curriculum, grouped by 
topic area. The topic areas include classroom orientation 
(identifying and introducing oneself, introducing others, greetings, 
ending conversations, expressing lack of understanding and need for 
clarification, following simple directions, finding out the English 
for unknown terms, and observing classroom etiquette), banking, 
clothing, employment, food, health, housing, post office, 
transportation, and the transit process from Southeast Asia to the 
United States. (MSE) 



**************************************************** 

* Reproductions supplied by EDRS are the best that can be made * 

* from the original document. * 
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This volume is one of a series of seven volumes that have brou^t together materials developed 
for use in the Intensive English as a Second Language, Cultural Orientation and Pre-employ. 
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ESL ACTIVITIES 



introchiction 



This section is competed of ESL Activiti^ used in the teaching of the 
competencies in the Standtucdized Curriculum. Hiese activities aie not all- 
include but are representative of those being used in the Intensive ESL/(X> 
Program in Southmt Asia. They are seditions to those included in Volume 11 
of the ESL Resource Manual. 

The activities are suggested for one or more i^^ific levels of language and literacy 
ability ( A-E), but tliey can be modified or expanded to suit the needs of the 
teacher and sfaidents. One or more teaching techniques have also been suggested 
and cross-referenced to the General Technique or Literacy Techniques Sections. 

Each activity has been referenced to a competency in the Standardized Curriculum 
by givmg the competency and number. Also included in piurentheses is the 
number for the cotres|>ondii:4S competency in the 8SL Competency Scales 
(revised December 1983). The actndties have not been sequenced (as in Volume 
II of the Resource Manual) by competency number (i.e., 1«19) Init instead by 
topic. A teacher can therefore see in one section all tiie activities for a given 
topic area. 

The following pages include: 

1) a definition of the levels (indicated by the letters at the top 
of each activity); 

2) a list of the ESL competencies from the Standardized Curriculum, 
grouped by topic area; and 

3) the ESL activitfes, sequenced by topic and level. 

Much of the cultural information necessary to understanding life in the U.S. 
is conveyed to the refugees in tiieir native language in CJultural Orientation 
classes that run simultaneously with the ESL classes. 

The contaibutors to this section and their camp affiliations are noted on 
each activity. In the case of Hie Consortium Program in Panat Nikhom, 
Thailand, a team of ESL teachers produced the suggested activities. This team 
consisted of the following people : 

Alice Smith, Wipa Wungsuwonrung, Wasana Yamsilp, Mehran Azami, 
Cynthia Bums, Chearanee Chittascvi, Sutita Chomphupuang, Gerund Coonprom, 
Al Hoel, Adam Kirby, Paul Kristofik, Michelle Nouillet, Christine Papesh, 
Tanee Phoohom, Christopher Reznick, Linda Sherman, Catherine Squire, 
Michael Taylor, George Woodington, Hans &3^el. 
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Est Levete 



students who are not literate in their 
native Unpii^s) and who $c<»e between 
0^ on the CAL ESL Placement Test. 



Level B Stud^ts 1^0 are literate in their native 

langu{i^e(s), i^re between 0-8 on the ESL 
Plac^n^nt T^, and may be able to answer 
some fame information qt^stions but 
have no systematic knowledge and /or use 
of the English lai^uage. 



Level C Students who are litemte in their native 

language(s), score between 9-12 on the ESL 
Pla<%ment T^, aad have some conversa- 
tional English ability but little systematic 
knowledge and/or use of English. 



Level D students who are literate in their nathre 
language(s), score between 18-19 on the 
E^L Placement Test, and have some 
knowlec^e and/or use of English. 



Level E students who are literate in their native 
language<s), «:ore 20-23 on t^e ESL 
Placement Test, ^nd have a systematic 
knowledge and /or xxss of Engli^ but lack 
fluency. 



ESL COMPETENaES 
Listed by Topk 



— E<Level competencies only 



TOPIC 



COMPETENCY 



COMPETENCY 
NUMBER 



CLASSROOM 
ORIENTATION 



Identify (name, ID number, 
country of or^, lai^n^e 
background) 

Inteoduce self 

Introduce others 

Gr^t and be greeted 

End conversation 

Ex{H:ess lack of undeira^ding and 
ask for clarif kation 

Follow simple directions 

Find out Kngli^ for unknowns 

Ob^rve classroom etiquette 



1.1 

1.2 
1.3 
1.4 

1.5 
1.6 

1.7 
1.8 
1.9 



BANKING 



Cash a dieck or money order 

LcK^te a bank 

Buy a money order 
** Open an account, I.e., dhecking, savings 
** Usa a l:mnk account 



16.1 
16.2 
16.3 
16.4 
16.5 



CLOTHING Describe clothing needs 2.1 

Locate clothing 15.1 

Select and pay fot clothing, i.e., 15.2 
size, price, color, style, fabric 

Locate places to buy ctothing 15.2 

Give and receive compliments about dress 15.4 

Care for clothing, e.g., hand/machine wash* 15.5 
dry, iron, dry-^clean 



EMPLOYMENI 



Describe work experience 
Describe skills 

Descril^ educational teickground 

Re<!Ognize common entry -level jobs, 
e.g,, names duties and qualifications 

Indicate job preferences 



7.1 

7.2 
7.3 

9,1 

9.2 
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TOPIC 



COMPETENCY 



COMPETENCY 
NUMBER 



EMPLOYMENT 
(Continued) 



Locate po^ible jabs, e^.* 

approsu^ person at work site, 
make an appointment, convey a 
d^ire to work 

Give relevant information when applying 
for a job 

Get information about a job 

Follow instructtons on the job 

Give explanations for sickness, 
lateircss, ab^ce, mistakes 

Converse with fellow canploye^, e.g., 
about family, recreaticMi, weather, 
traTlic, news 



13.1 



13.2 

13.3 
18.1 
18.2 

18.3 



FOOD 



Describe food needs 

Describe f<xMi preferences 

Select and pay for food within a 

setting familiar to a Southeast Asian 
refi^ee, le., price, quantity 

Locate food items 

Select food, i.e., pric^, container, 
size, quantity, fre^e^ 

Pay for food, e.g., cash, change, coupons 

Locate places to buy food 

Order food, e.g., at a stack bar, 
restaurant, fast food 

Act appropriately as a guest/host 

** Store food properly 

♦* Prepare food 



4.1 
4.2 
4.3 

8.1 
8*2 

8.3 
8.4 
17.1 

17.2 
17.3 
17.4 



HEALTH 



Explain medical problems, i.e., 
symptoms, illnesses, iiyuries 

Get medical help, e.g., in an emergency, 
for an appointment 

Follow instructions about treatment 

Follow instructions during exam 

Buy medicine (prescription and non- 
prescription) 

** Buy it«m8 for personal hygiene 



5.1 

5.2 

11.1 
11.2 
11.3 

11.4 



V 







COMPETENCY 


C€»ireTENCY 
NUMBER 


HOUSING 


Describe housiiw ne0<te« e«£!.. 
types of rooms« fumiture, 


3.1 




Locate facilitks within hou^, e.g., 
laundzy, fire esc^, garbage chute 


3.2 




Get information abcHit costs, e.g., rent^ 
utilities 






Secure household repairs 


14.2 




Report emergencies, e^., 
bvirglary 


14.3 




♦* Locate appropriate housing 


14.4 


POST OFFICE 


Addr^ envelopes and packages 


10.1 




Buy items m uie post mivxt 


10.2 




L(K»te diffi^^t mail slots 


10.3 




Locate places to mail thinp 


10.4 




Prepare a money oroer 


10.5 




♦* Notify post office of change of 
address 


10.6 




♦* Register mail 


10.7 




** Pick up mail 


10.8 




Comnlete alien change of address 


10.9 




Prepare customs and insurance document* 


10.10 




Register for the draft 


10.11 


TRANSPORTATION 


Locate means of transportation 


6.1 




Locate a place 


6.2 




Buy transportation services 


12.1 




Use transportation i^stems, e.g,, by 

foot on thp huR subwav. train, niane 


12.2 




Handle emergencies 


12.3 




Give directions 


12.4 


TRANSIT PROCESS 
FROM S.E.A. TO U.S. 


Handle emergencies, e.g., being lost, 
not Deing met, getting sick 


19.1 




Act appropriately on the plane 


19.2 




Meet sponsor 


19.3 





MASTER LIST TOPICS • F<wm FilUng Out 

• Identify and Describe 

Others: Family 

• Telling Time 

• LocaUons Outside a BuUdinti/ 

Oral Directions 

• Locations Inside a Building/ 

Oral Directions 

• Clarification 

• Money 

• Telephone 
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Qassiocxn OrientatkHi 



COMPETENCY COMPETENCY NUMBER 



Identify sell (name, ID numb«, 1.1 
country of asi0n, language 
backfiproitnd) 



Introduce seU 


1.2 


Introduce otibt^ 


1.3 


Greet and be greeted 


1.4 


End convemtion 


1.5 


Express lack of understanding and 


1.6 


ask for clarification 




FoUow simple directions 


1.7 


Find out English for unknowns 


1.8 


Observe classroom etiquette 


1.9 
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IDEA SUGGESTED BY: 
!1 Yustiniaasih 
The Consortium: 

The Experiment in International Living 
Save the ChUdien Federation 

Galang, Indonesia 



COMPETENCY: Identify self 

LEVEL: A 

GENERAL 

TECHNIQUE: caiain Drill 




Estimated Time 

Objective 

Materials 

Directiom 



o 

ERIC 



30 minutes 



Students cm identify country of origin. 



Cards with nam^ of countries of students in class (Each country 
can be on a different color flash card) 



1 . Show a flashcard with the name of a countiy of one of the 
students in the class. 



Esample: 



VIETNAM 



CAMBODIA 



LAOS 



2. .''ay the nsune of the country several times, 
a. The students repeat the name of Uie country. 

4. Rej^at steps 1-3 with other country names from the cards. 

5. Distribute the cards to the students. Each student ^ta a card 
with the name of her/his own country. 

6. Call the name of a country. Students with tiiat card hold 
it up. 

7. Call on individual student* to say Uie name of the countr>- 
on her/his card. 

8. CoUet t the cards and put them in random order on a table 

in front of the cl^. Each student comes to the front and takes 
a card with the name of her his own country. 

9. introduif tht- question, "WhciT arc you from?" 

10 Ask »i;rou{».s of r;t.u<k'nts from the .^amc t ounlry, *'VVh<'r»' iU'« 
you from '" The sturicnts respond with the name of Ihtnr 
own tountry. holdinti up thfir » ards as they answer. 

i 1 Thr student'' |trarti< «' ihr (}u<'sti(m and amwfr in a < hjin Jrui 
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Hie activity can ateo be used ts> teach si|^t words £«r 
^Aguag^ and natiofluidities. 

The ^t word (XJUNTRY can be introduced and sUiUents can 
pm^ice copying their own cmtntiy name from the caid onto a 
work shtet to begin practicing reading ^t wwd* and filling out 
fonns. 







COUNTRY 
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IDEA SUGGESTED BY: 

Anton Suwamo, Ignatius Suranto and 
Benny Donald Dablas 

The Consortium: 

The Experiment in International Living 
Save the Oiildren Federation 

Galang, Indonesia 
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lAlMr 1 1 fclMCY : identiiy sell (name; 
LEVEL: A 


1.1 

mi) 


GENERAL 

TECHNIQUE: Scrambled words 







Estimated Time 


30 minutes 


Objective 


Students can speU own names. 




Alphabet flashcards (sufficient aiphat^t flashcards should be available 
to spell the nam^ of any student in class) 


?)irections 


1. 


Spread out alphabet flashcards on a desk or table. 




2. 


Ask one student to come to the table or desk and arrange the ^phabet 
flashers to spell out the student's full name. The student puts 
the letters in the correct owier on the chalkboard tray so all students 

can see them. 




3. 


Ask the student, * How do you spell your name?" 




4. 


The student answers by reading each letter in her/his name. 




5. 


The other students observe and listen to see if the name is being 
speileii correctly, ii a mistaKe is maae, any siuaeni, recognizeo oy 
the teacher, can try ti: t-urrcct t!ic error. 


Variations 


• 


Begin the game by having the studente spell out their family names; 
the game can then be repeated by having students spell their first 
names. 






Divide the class into two teams, with a member from team A being 
selected to arrange the letters in her/his name and then spell the 
name. Members in team B wrill correct any mistakes made; then a 
member from team R arrange the letters in her/his name and team A 
corrects any mistakes made by the member from team The team 
whose members make the least mistakes wins the game. 




• 


Write the name of a student on the blackboard inc orrec tly (omitting 
letters, erroneous sequencing, etc.). The student whose name has 
teen missp tiled arranges the letters correctly, if the student makes 
any mistaJces in tr>4ng to arrange the letters in her/his name, s/he can 
ask any of the other students to come up and help. Once the correct 
arrangement is made, the student ^Us out the name. 






Instead of alphabet cards, use number flashcards. Students arrange 
their ID numbers using the procedures above. 



IJ 
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IDEA SUGGESTED BY: 

Candelaria Tolentino and the 
Integrated Prt^ram Staff 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Identify self 


l.I 


(countxy of origin, language 


(PI — 1,6) 


background) 




LEVEL: A 




GENERAL 




TECHNIQUE: Substitution DriU 





Estimated Time 
Objective 

Materials 



Directions 



1 hour 



Stents can answer identi^cation qu^tions about theii country of 
origin and their las^suage background. 



A large map of Indochina wit^ e«K;h country cok>r^ differently (the 
names of the <^>untrics may be written in, but label only those countries 
firom whid) re^ees come) 



1. Put the map on the blackboard. 

2. Explain to the students that the different colors represent different 
countries. The teacher aide can explain this in the native language. 

3. Point to the color/area for Laos and say LAOS. Point to the color/ 
area for ^^etxuEtm and VIETNAM, etc. 

4. Single out the sUidents* native coun^. Point to the color /area 
r^resenting it, and say the name of the students' native country. 

5. Move away from the map and then have the following dialogue with 
the teach^ aide: 

Teacher: Where are you from? 
Aide: I'm from ....^ . 



(native c«intzy) 
Teacher: What language do you ^}eak? 
Aide: I ^peak 



(native language) 

6. Repeat the dialogue. 

7. Do the dialogue again, but reverse roles. 

Aide: Where are you from? 
Teacher: I'm from 



(native coimtry) 



8, Repeat and i^ew step #4 by going to the map and pointing to the 
color/area of the students' native country and saying the name 
of the coimtiy. 
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Varuitions 
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9. As&tiiestuda>ts(dsagKRip): "Wheate are you from?" (If students 
have difficult producing the re^n^, ask the aide to model the 
te^jonse.) 

10. R^>eat the question: **Wheie are you firom?'' 

11 . Repeat tiie question, first addressing the question to the whole class, 
then asking individual students. 

12. After ttie students have some mastery of ihe response, teach the 
re^onse to "What language do you ^?eak?" 

13. Have a dialogue with the aide as in step #5, and then reverse roles. 

Teacher: What language do you sp^? 
Aide: I speak „ . 

14. Ask the entire class: "What language do you speak?" 

15. Repeat the question, first addres^ the entire cla^, then by asking 
individual students: "What langimge do you speak?" 

16. Review the two questions inteoduced in this activity. Keep in mind 
^at the students are expected to be able to respcnd to the questions, 
not ask the questions. 



• Instead of using a map on the blackboard, chalk out a map on a 
table. Using rods (see Geneaml Techmques), "populate" the students' 
native countary with rods of the same size and color, naming each rod 
with a student's name while placing the rods on the nath^e country 
area. Then choose a rod of a different size and color to indicate 
yourself. The dialogue can be conducted as indicated above, 
referring to the drawing and rods instead of to a map. 

• The use of the rods may help the students have a clearer 
understanding of themselves and tlie aide as former Inhabitants 
of a certain area and the teacher as coming from a different area. 

• If there is not an aide in the class, present the question /answer 
series by using puppets, pictures or stick figures. 
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IDEA SUGGESTED BY: 

Anton Suwamo, Ignatius Suranto and 
Benny Donald Dablas 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 
Objective 
Materials 
Dtrectioas 



COImPETENCY: Identify self 


1 1 
I.I 


LEVEL: B, C 


ipi ^ 1 2, 4, 
6) 


GENERAL 






TECHNIQUE: Magu CuliesGame 





30 minutes 



Students ean identijEy themselves and reail si^t words. 



Magic Cubes (See General Techniques) 



1. Write the following sight wor<fe on the si<^ of the cube: 
NAME, FIRS^ NAME, LAST NAME, NUMBER, VIETNAM, 
CAMBODI LAOS, VIETNAMI^SE, KHMER, LAO (or some other 
language Mich as Hmong, Mien, Chinese, etc,). 

2. Use magic cube (see General Techniques) to generate questions 
of the following type: 

(a) What's your name? 

(b) What's your first name? 

(c) What's your last name? 

(d) What's your ID number? 

(e) Where are you from? 

(f ) What language do you speak? 

3. Demonstrate by throwing the cube on the floor or on a table. 
Read the sight word facing up on the cube, e.g., VIETNAM. 
The sight word is used as a cue. In the case of the sight word 
VIETNAM, the question elicited by the teacher should be ''Where 
are you from?" 

4. Various students volunteer to Uirow the cube, read the sight word 
and, if possible, also ask the appropriate question. Other students 
volunteer to answer the question. 

Any student who can answer the question generated by the sight word 
(VIETNAM, in this case) should volunteer to do so. In the event 
that no one volunteers, ask the question to one of the students who 
should be able to respond truthfully using Uie sight word. Thtr appro- 
priate response should be: *i am from Vietnam." 



ERLC 



NOTE : The w<mis placed an the sid^ of the cube should reflect tiie 
background of ^e refugees in the class* If tihie students are all 
Hmottg, then si^t w(»ds such m LAOS and HMONG ^ould he 
used Instead of VIETNAM and VIETNAMESE. 

ite sura to gauge this activity for the level of l^e class* B-level 
students may not be able to a^ tiie ques^n. In that case, ask 
the question after the student has re^ the sight word. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

Save the Children Federation 

The Experiment in International i^iving 

Woiid Education 

Phanat Nikhom, Thailand 



COMPETENCY: Identify self 


1.1 




(P1-K6, 9) 


LEVEL: D 




GENERAL 




TECHNIQUE: Written and Oral Dialogues 



Estimated Time 
Objective 



Materials 
Directions 



30 minutes 



Students can associate r^pon<^ t» unstated questions. This giv^ practice 
a\ studying the semantic and logical associations l^tween questions and 
statements. 



A laxge sheet of paper or the blackboard 



1. Write out the following incomplete dialogue: 



Ak • .- 

B: Laos. 
A: 



B: Lao. 



B: Vientiane 

A>1 - 



B: 430891 



. ? 



B: Yes, a little. 

2. Individually, in pairs, or in groups, students complete the dialogue 
supplying tiie logical (possible) questions that would be answered 
by the lines that are supplied in the dialogue. 

3. Afterwards, pairs of students may stand up and present what they 
have written (without reading, if possible). 



IDEA SUGGESTED BY: 

Timothy Maciel 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Introduce self 

LEVEL: B 

GENERAL 

TECHNIQUE: Pronunciation Drills 



1.2 

(PI 1,2,3) 



Estimated Time 
Objective 

Materials 



Directions 
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15 minutes 

Students can introduce themselves pronouncing ttieir names in a way 
comprehensible to Englwh speakers. 

Small name tags such as are used at conventions^ etc.: 

HELLO! 
MY NAME IS 



2. 



3. 



Write in the names of the students correctly on name tags 
(one name tag per student). 

Also write in names which are minimally different in pronunciation 
firom the student's real name (minimally different phonetically 
to an English speaker). For example, a student's name might be 
THUY VAN LE. The teacher will write the correct name on one 
name tag, but also have name tap with the names of students not in 
this particular class: THUY BAN LE, THAY VAN LE. 

Alphabetize the name tags and put them in a box so that the student 
cannot identify the one with her/his name written on it by pointing. 

Asks the students to come to the teacher's desk or table individually 
to get their name tags. The student must pronounce her/his name 
distinctly and, if necessary, modify the pronunciation in whatever way 
will assist tiie English sneaker to find the correct name tag. Each 
student will have to experiment on her/his own in order to find the 
moat effecthfe pronunciation that will be comprehensible to an 
English speaker. For example, Vietnamese students whose names 
end in letters p, c, or t might have to give great emphasis or exag- 
geration to such letters since they represent unreleased stops that 
most English speakers find difficult to hear. The Vietnamese speaker 
will have to find some way to pronounce her/liis name so that ihe 
Engli^ speaker can comprehend that the Vietnamese name being 
pronounced ends vith a p, k, or t sound. 
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Variation 



Ask individual students to go to the t^har's table or desk and ask for 
the name tag of a fellow student Hie student will have to pronounce ^e 
name distinctly and alter it in whatever way needed to help the 
EngU^ weaker find the correct name tag* 
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IDEA SUGGESTED BY: 

Anton Suwamo and Ignatius Suranto 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: Introduce self 
LEVEL: B,C 



1.2 
{$0- 1) 



GENERAL 

TECHNIQUE: Use of Vbuals: Make Sentence 

or Dialc^e 



Estimated Time 
Objective 

Materials 

Directions 



45 minutes 



Students can introduce them^lves and ask questions about someone's 
identity. 



Sight words printed on ^parate cardboard strips: NAME (FIRST^ LAST, 
MIDDLE), COUNTRY, NATIONAUTY, LANGUAGE, ID NUMBER 



1 . Review with the class the expressions used in introducing oneself and 
in asking questions about another person's identity: 

A: Vm Sou Choun. 

B: Nice to meet you. I'm Tang Eak. 

A: Nice to meet you, too. 

B: Where are you from? 

A: I'm from Vietnam. 



2. Arrange with the t^arh^^r of another clasw to combine the clasfw^s to 
practice introductions. 

3. Ask the students to go to visit the otiier class. 



4. The ^dents .ntroduce themselves to each member of the other 
class. In addition, the students ask a certain number of questions 

of the other students: e.g., where the person is from, what languages 
s/he speaks, etc. These should be questions that the students have 
already practiced. 

5. In order for the students to ask questions easily, the teacher will 
have si^t words to display to the students that will remind them of 
the kind of questions to ask. These sight words can include: NAME 
(FIRST, MIDDLE, LAST), COUNTRY, LANGUAGE, ID NUMBER, 
NATIONALITY. 

6. When the students have met all of the members of the other class, 
the activity ends and the students return to their classroom. 

Ask each student to recall the name of one of the students met 
and to mention one or two things that the student learned from 
the visit. 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
Worid Education 

Phanat Nikhom, Thailand 







COMPETENCY: Introduce Self 


1.2 




(SO I) 


LEVEL: D 




GENERAL 




TECHNIQUE: Role Play 





&itimated lime 
Objective 
Materials 
Directions 



ERIC 



30 minute 



Students can introduce themselves to a group in a non^^threatening vmy. 



One chair placed in front of the classroom 



1. Ask for a volunteer to pretend s/he is a famous person known to most 
of the students {the teacher rai^t sugg^ some possible persons 
who can be interviewed). 

2. Ask the student to go to tiie front of the class and sit down, S/he 
introduo^s her/himself to the class. The introduction might be 
'*My nmxe is Ronald Reagan/' 

3. The other students **interview*' the ''famous person/* They may ask 
questions of the famous pei^n , The student who is playing the 
role of a famous person may answer in any way s/he would care to. 
11 ne answers do not have to foe true (since in most caiN^ the student 
will not know too many details of the life of the &ajn(ms person )« 

4. This activity can be repeated several times* 



i8 
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IDEA SUGGESTED BY: 

Inti^ted Program Staff 

international Catholic Migration 
Ckimmission (ICMC) 

Bataan, PhUippin^ 



COI^IPETENCY: Introduce self ; 

Introduce others. 


1.2, I J 
(SO- 1,2) 


LEVEL: A 




GENERAL 

TECHNIQUE: Role Play, Oral Dialogues, 
Line^ram Dialogues 



Estimated Tfane 
Objective 
Materials 
Directions 



1 hour 

Students can introduce self and others. 
OuOkboard 

1. Invite a per^n whom the students do not know into tiie.classrcK}m. 

2. Role plsy with the gu^ the foaowing dialogue: 

Gue^: My name^s . 

Teacher: Nice to meet you* My name*s . 

Guest: Nice to meet you too. 

(This dialogue can be accompanied with appropriate handshake 
and eye conti^.) 

3* Hepmt the dialc^e. 

4. Draw the following blanks on the board* 



5. Point to first thr^ blanks and cue students to say : 
"My name's . „ . . ..„„ ■■ , . 

6. R(^pond with "Nice to meet you. My name's 



7. Point to the next five blanks and cue students to say: 
"Nice to meet you too." 

8. If students have diETiculty, repeat step 2 until students can produce 
the structure for i^ps 5-7* 



9. Following the above sequence of steps, substitute **rm 
for "My name's in dialogue #1. 



10. Students practice in a large group, smaller groups, or in pairs. 



2i 
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11*. Ask a student to come to the firont of the class. (A student who 
has metered the dialogue shouki be asked.) 

12. Introduce the guest to the studmi^ using the following dialogue. 



Teacher: 



, this is 



(name of gu^) 



(name of sUident) 



Guest: Nice to meet you. 
Stufitent: I^e to meet ymt too. 

13. K^peat this exchani^ with other sUideiits. 

14. Draw the following blanks on the board. 



15. Point to the blanks and cue students to repeat the dialogue in st^ 12. 
Mk a student to come in firont of the class and introduce the guest 
to anoth^ cla^mate. 

16. Students can then practice the dialogue in threes. 



ERIC 
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IDt A SUGGESTED BY: 

Evelyn Manman, Kristanto Sinandang 
and Gideon Sugiharto 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 
Objective 

Materials 



Directions 



ERIC 



COMPETENCY. 


Introduce others 


IJ 






(SO - 2) 








GENERAL 






TECHNIQUE: 


Rejoinder Drills 





15 minutes 

Students can ask and anbv^er questions about the names of fellow students 
in class. 



Flashc»rds with stick figures of people in class, names written on back 
Flashcatds with stick figures of people not in class, names written on 
back 



1. Draw stick figures to represent students in class on the flashcards 
(one figure per caid). The full name of the person depicted on ti.e 
flashcard should be printed on the back of the card. Also di^w some 
additional figure of people not in the class (with full name printed 
on the back of the card) 

2. Dwide the class into pairs of students (if an odd number of student* 
are present in class, the teacher will pair off with one of the students). 

3. Give each pair of students a flashcard with figure drawn in. 

4. One student holds up the flashcard but does not allow the name 
printed on the b»;k of the card to be seen. The other student asks 
questions about the individual's name. The student holding the 
fla^card answers the questions: 



SI: 
S2: 
SI: 
S2: 
SI: 
S2: 
SI: 
S2: 



What's her/his first name? 
Her/his tost name is,^ 



What's her/his middle name? 

Her/his middle name is 

What's her/his last name? 
Her/his last nsune is — 



What's her/his full name? 
Her/his full name is 



Redistribute the flashcards, pictures, or photographs every few 
minutes, making sure that the students alternate between asking 
and an<5wering questions. 



2:) 
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Variation 



Ask students to bring pictures of their oivn families to class. The only 
student who would 1^ allowed to answer the questions would be ttie 
owners of the photogn^hs« 
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IDEA SUGGESTED BY: 

Timothy Maciel and jDnt^^ted 
Program Staff 

International Catholic Migration 
Commission (iCMC) 

Bataan, Philippines 



COMPETENCY: 


Greet and fc« greeted 


1.4 

(SO - 3) 


LEVEL: A, B 






GENERAL 
TECHNIQUE: 


Repetition and Substitution 
Drills 



ERIC 



Estimated Time 
Objective 

Materials 



Directsom 



30 minutes 



Students can respond to and use greeting appropziate to particular 
timi^ of day. 



Pictures showing morning, afternoon and evening 






Chalkboard 

Tape the morning, afternoon and evening pictun^ to the chalkboard. 



Point to each picture and say the appropriate word: "Moniing," 
"Afternoon'* or "Evening/' 

3. Number pictures 1, 2, 3. When teacher says "Morning," students say 
"1 etc. Numbers can be changed as well as the order of the 
pictures on the board. 

4. Conduct a repetition drill with vocabulaiy (see General Techniques). 

5. Draw two stick figures on board shaking hands and review tht? "Hello'' 
greeting first. 

6. Point to the two stick figures and to the appropriate time picture and 
introduce **Good Morning, Afternoon, Evening'' as a substitute 

for "Hello" depending on the time of day. 

7. Conduct repe lit ion and substitution drills for students to practice 
the 3 greetings, using the pictures as cues, 

8. Using the oral-dialogue technique (see General Techniques), have 
students practice using the greetings along with appropriate handshake 
and eye contact The greeting practiced by the students depends 

on the picture held up by the teacher. 

9. Take away the picture cues and point to the sun or evenini^ sky 
and elicit the appropriate greeting for the time of day of the class. 



27 



313 



IDE \ SUGGESTlil) BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



Estimated Time 


1 hour 


Objective 


Students can greet othm and be greeted. 

Students can give ftrm hand^akes and make proper eye contact. 


Materials 


None 


Directions 


1. Draw on the board two stick figures shaking hands. Draw an arrow 



l^tween the two f^ures' eyes to emphasize American eye contact. 



2. Point to Figure A, to hands and eyes, and say, "Hello." 

3. Point to Figure B, to hands and eyes, and say, "Hello." 

4. Ask the classroom aide or a more advanced student to come to the 
front of the room. With a firm handshake and solid eye contact, 
practice the above dialogue. Separate and come together again 
giving the same greeting several times. 

5. With the aide (or student), walk around the room practicing the 
dialogue with the other students. 



COMPETENCY: Greet and be greeted 



LtVEL: A, B 



1.4 
(SO 3) 



GENERAL 

TECHNIQUE: Oral Dialogues 



6. SUtdents practice in pairs. 

7. Point to stick figures on board and introduce the next dialogue: 

A: Hello. How are you? 

B: Fine, thanks. How are you? 

A : Fine, thanks. 

8. Continue using tlie general technique for oral Uialugiws. 



Variations 



Students can show teacher how they greet others in their own 
countries. 

Once students have mastered the above dialogues, the teacher can 
substitute new vocabulary, e.g., "Good Morning," "Good Evening," 
"OK," "And you?" at appropriate points in the dialogue. 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Uving 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Greet and be greeted 


1.4 




(SO - 3) 


LEVEL: D, E 




GENERAL 




TECHNIQUE: Role Play 




CocktaU Party 





Estimated Time 


45 minute 


Objective 


Students can demonstrate iE^propnate greetings (in relation to level 


of formality, age differences, status, etc.). 


Materials 


Picture of a child, an older person, President Reagan, an adult student. 




etc. 




Enough 3x5 cards for half of the class. Each card has a role written 




on it SUCH BSm 








— Grandmother 




— 5*year-old child 




— Paul Newman 




— Rod Stewart 




— Queen Elizabeth 




etc. 




— Name of student in class 


Directions 


1. Explain to the students that Americans use formal or informal 




greetings depending on \he age or status of the person being greeted. 




2. Hold up one of tiie pictures and demonstrate how to greet that 




person: 




T: (holding picture of child) Hi, How are you? 



T: (holding picture of classmate) Hi, Ho w*s it going? 
T: (holding picture of President Reagan) Crood morning. 
How do you do? 

3. Show pictures of various people to the class and have students practice 
as a group greeting the people shown. 

4. The class can discus different possibilities with ^ch person. 

5. Individual students greet the person in the picture held by ^e teacher. 

6. Pin a 3 X 5 card to half of the staidents' flirts. A name or role is 
written on each (e.g., 5-year-old child. Queen Elizabeth). 

7. The other half of the class walk aroimd the room and practice appro- 
priate greeting? with the students playing roles. 
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8. Students cone l^k together for review. Ask indivklual students 
to come to tlie front of the class. The whole class tells how to greet 
the student playing that role. 



Variation 



For more adi^ced cls^ses, students can cany on short conversations 
with each other based on their rol^ (see General Techniques: 
cocktail pc^ty). 



30 



mEASUGCSSTEDBY: 
Haothy Maciel 

CommiMoii (ICMC) 



OH^IPETENCY: cimv^satioii 


1.$ 




(SO -4) 


LEVEL: C 




GENERAL 




TECHNK2UE: Ri^ 





Materials 
Dbcctiom 



Sodimtea 



Horn 



1. ^iitoteUtititptol^vedlasiatUiebreakorattheenflofclMi. 

2. Badi rtttdent murt taar, "See you later,** **See you at 9:30," **See you 
tonMavow," lo the tmeim befoxe t/lie can l<8f*fe the daai. 
(StudMiti lAotild be aicounged to uae reduced form /ya/ for *'you.") 

3. Teadierxi^po»dswl&**OR.Seeyott.'* 



• 



ERIC 
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IDEA SUGGESTED BY: 

Center for Applied Linguistics 
Manila, Philippines 



Estimated Time 
Objective 

Materials 
Directions 



COMPETENCY: 


End conversation 


l.S 






(SO ~ 4) 


LEVEL: E 






GENERAL 






TcCHNlQUt: 


Ural uiaiogue 





1 hour 

Students can end conversation uang expressions appropriate to different 
iiitu&tions. 



2 telephone sets 

See General T^dimques: ami dialogues. Consider also using the 
technique: written dialogues. 



Have students learn the following dialogue: 
(A) Situation: 



(B) Situation: 



You're bui^ painting a room when a salespereon 
calls you on the telephone. 

A: Hello. 

B: Is this Mr. Tan? 

A: Yes, it is. 

B: Mr. Tan, how would you like a set of dishes 
for free? 

A: I'm sorry. I can't talk on the phone right now. 
B: But thk is a free gift 
A: rmsoKfy. Goodbye. 

You call a person you just met at work and you 
want to invite her/him to a party, 

A: Hello. 

B: Hi, this is Van, 

A: How are you? 

B: OK. We're having a party Saturday night. 

We want to invite you to join us. 
A: I'm sorry, but I'm going out of town this 

weekend. 
B: I'm sorry you cant make it. 

Perhs|)s next time. 
A: Why don't we try to have lunch together 

sometime soon. 
B: That's a good idea. Well, I'll be seeing you 

at work. 
A: OK. Goodbye. 
B: See you. 
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IDEA SUGGESTED BY: 
Marsaini Manday 
The Consortium: 

The Ejcpariment in International Living 
Save the Chiidren Federation 

Gakng, Indon^la 



COMPETENCY: Identify self; 




Introduce self; Greet and be 


1 A 1.5 


greeted; End ConvezsatifMii 


(PI ~ 1,2,6,9; 


SO - 1,3,4) 


LEVEL: C, D, E 








TECHNIQUE: Ritual 





Estimated Time 
Objective 



Materials 
Directions 



ERIC 



30 minute — 1 hour 



Stud^ts can introduce sdf, giving full name, ID number, 
nationality, addi^ and other relevant personal information and 
can b^in and end ojnvasations. 



None 

This lesson covers Competenci^ 1.1, 1.2, 1.4, 1.5. 

1 . Repeat the following monol<^e several times while students listen: 

Goodmomis^ (afternoon, evening). 
Vd Uke to introduce myself. 
My name is . -. 



MySrstnameis 

My middle name is 
My last name is ^ 
My ID number is _ 
I am from 

I live in 



(country). 



(nationality). 
_ (address). 
, reason for leaving). 



Excuse me, I have to , 
See y<m later. 



2. Write key words on the board to cue the raunologue: 

FULL NAME 
FIRST NAME 
MIDDLE NAME 
LAST NAME 
ID# 

COUNTRY 
NATIONALITY 
ADDRESS 
EXCUSE ME. . . . 



3. Point to key sight words and have the students respond with their own 
information. Review the items individually until students are able 
to respond quickly. (Note: Time should be spent on different reasons 
for taking leave.) 
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4. Students practice the entire monolt^ue in {Mirs and the teacher waiks 
around the room heipii^ with any {irobtons. 

5. Ask several ^dents to perform the monologue in front of the class. 
Students should be encouraged to shake hands and use appropriate 
eye contact. 



Variation 



The students can fin out a form with the above infonnation after 
they practice the mon<d(^ue. 



i20 
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IDEA SUGGESTED BY: 
Center for Applied Linguistics 
Manila, Pfail^pines 



CC ^PETENCY: Express lack of 

understanding and ask for 
clarification 

LEVEL: aU 



1.6 

(CL - AB) 



GENERAL 

TECHNIQUE: Total Physical Response 



Estimated Time 


30 minutes 


Objective 


Students can ask for clarification. 


ivi3t0rtajs 


ii/iassroo0t ODjects 


Directions 


1. Make up a list of directions or orders relevant to normal classroom 




activities. 




Example: Erase the blackboard. 




Give me the blue pen. 




jrUv ine lar^ oooit on vne laoie. 




2. The teacher then gives each student a direction or order, purposefully 




speaking fast or in a garbled manner. 




3. The student must ask for clarification, for example: 




A/B level: "Please, repeat" 




C level: "Where?" "Erase the . . . ?" 








E level: "The pen or the pencU?'' "What should 1 do?*' 


Variation 


"TELEPHONE GAME'' 




The students sit in a circle or semi^circle. 




Choose one student and ask her/him to make up a sentence. 




This student whispers the sentence to the student sitting next to her/him 




and so on around the circle. 




If at any point a student does not understand, s/he must ask: 




**\\Tiat was that?" or "Please say that again." or "Excuse me?" etc. 




The last student must say the sentence out loud for the first student 




to confirm. 



ERIC 
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IDEA SUGGESTED BY: 
Dwi {*ujosustrino 
Th<^ Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY; Express lack of 




understandinc and ask for 


1 t\ 

1 .o 


clarification. Greet 


<Ct " all) 


and be greetwil; End convcreation 


LES'EL: K 




GENFRAL 




TECHNIQUE: Oial Dialogue, Dictation 



Estimated Time 
Objective 

Materials 
Directions 



45 minutes 



Students can express lack of understanding and ^ for clarification. 
Students can understand and use informal American greetings. 



3x5 cards with 1 line of the dialogue on each card 

1. Write the following dialc^e on 3 x 5 cards: (One line of the 
dialogue is on each card.) 

1) M: Hi, Carol. What's up? 

2) C: Not much. What about you? 

3) M: Nothing much. YouVe looking kind f>/ down, though. 

4) C: Yes, I guess I am. 

5) M: You viant to talk about it? 

6) C: Noti«aHy. WeU, I'm off. Catch you later! 

7) M: Right. See you. Bye, bye. 



NOTE: Point out to students that informal speech often uses slang 
pronunciation. The underlined words of the dialogue demonstrate 
informal pronunciation, e.g., "kinda," "wanna," **ya." Students can 
practice pronouncing these phrases in an informal way. 

2. Divide the students into groups according to the number of cards 
(e.g., 7). 

3. Give one card to each group. Students in tiie group practice their line 
together and ask the teacher for help if necessary. 

4. Going in order from #1 to #7, one student in each group dictates 
her/his card to the clai^. The students in the other groups will write 
down vHhat they hear. If the students do not understand, they should 
ask for clarification using such phmes as; 



Please speak louder. 
Please speak more slowly. 
Can you repeat that? 
How do you spell that? 

After all students have finished dictating and the c\sm has written 
the entire dialogue, individual students write the dialogue on 
the board. 



<^ 22 
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6/ Ask Uve students to correct any mistake and to ask the writer for 
darification. if tliere are words that the students do not under- 
stand, they can ask each other or the teachrar for clarification using 
such phra^ as: 

Whatdo^ ^ mean? 

How do you pronounce tiiat in English? 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
Worid Education 

Phanat Nikhom, Thailand 



COMPETENCY: 


Follow simple 






directions 


1.7 


LEVEL' All 






GENERAL 




TECHNIQUE: 


Direction Drills 



Estimated Time 


10 minutes 


Objective 


Students can follow simple directions. 


Matrriab 


None 


Directions 


This is the popular children's game, "Simon Says": 




X. 


Students follow a command given by the leader only if s/he says, j 
"Simon says, ** before the conunand | 

T: Simon 8ays,"Stand up (students stand) 
T: Stand up. (students remain seated) 




2. 


If a student follows a command not preceded by "Simon says,' 
s/he is out of the game. 




3. 


The last person still in the game is the winner. 


Vuriaitons 


• 


For more advanced classes, a student can take the role of leader. 




• 


Teacher can use commands ("Stand up") and also negative commands 
("Don't stand up"). 




• 


The class is instructed to do the opposite of whatever the teacher 
says. ("Simon si^rs, 'Stand up."' The students would sit dovm.) 




• 


While giving the commands, the teacher follows aU instructions 
her/himself whether or not they are preceded by "Simon says." 
The teacher can perform an action that is different firom what s/he 
is commanding the students to do. This variation insures careful 
listening by the students. 




NOTE: This activity can be used again successfully with Competency 5.1 
(e.g.. Touch your arm .) 

(body part) 
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ll)tAKl)(i<iLSTtl) BY: 

ESL Staff 

The Consortium: 

The Kxpwim^nt in International Living 
Save the {?hildren Federation 
World Education 

Phanat Nikhom, Thailand 











COMPETENCY: Ko*\iW simple 
uirwiions 


1.7 




LtVllL: A. B, C 






GtNlRAL 

TtCHNIQUt: Direction Drills 




- ' 


, . . , , 





Estimated Time 
Objective 
IVlaterials 
Directions 



Variations 



ERIC 



15 minutes 

Students can follow simple directions. 
None 

1. Arrange the class In a large circle. 

2. Call directions, e.g., **Make groups of three.*' 

3. Students follow the directions and group into ciicles of three. 
Any students not in a group are out of the game, 

4. Continue giving instructions to make groups of various sizes with 
remaining students leaving the game after each direction is given. 



For higher levels, two commands (or a series of commands) 
can be given, e.g., **Make groups of three. Hold hands/' 

**Make groups of two. Walk to the door/' 
*'Make groups of five. Sit down. Face the wall.*' 

For higher levels, students can also give instructions to classmates. 
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11)1 ASUtiC.ISTlDBY: 
Abdul Gani 
The Consortium: 

The Kxt^^riment in Internationa! Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 

Objective 

Materials 



Directions 



Variations 



COMPETENCY: Follow simple 
directions 


1.7 


LEVEL: B, C 




GENERAL 

TECHNIQUE: Board Games ( Literacy ^ 


Vctivities) 



ERIC 



30 minutes 



Students can follow simple direction.s. 



Large piece of cardboard with game board drawn on it (see sample) 
3x5 cards for commands 
Poker chips to use as marker 
1 die 



1. Place the game board on a large table and ask the students to stand 
or sit around the table. 

2. Place the 3 X 5 direction cards on the edge of the gair.e board. 

3. Divide the class Into 2-3 groups. Give each group a marker 
(e.g., a poker chip) of a different color. 

4. The first student from Group A rolls the die. If the die shows 3. 
the student moves the marker three places, picks a card from the top 
of the pile and gives it to the teacher. 

5. Read the instructions on the card and have the student follow the 
command. (Instructions can include simple directions such as 
"Stand up" or "Go to the door.") 

6. If the student can follow the instructions, s/hc keeps her/his team's 
marker on the space s/he has moved to. If w,he cannot follow 

the instructions correctly, s/he must put the marker back at the 
beginning of the board. 

7. The game continues with the first student from Group B, the first 
student from Group C, the second student from Group A, etc. until 
one team reaches the finish. 

8. The first group to reach the finish, wins the game. 



• For higher level classes, the students can read and then perform 
the instructions. 
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• Two-step instmctions can be used for higher level classes. 

• This game can be used to review previously taught questions, e.g., 
the cards can ask such questions as "Vhat's your name?" 
"Where are you from?" 



GAME BOARD 




START 





ERIC 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Exp«riment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Find out EngUsh 
for unknowns 

LEVEL: AU 



1.8 
(CL S) 



GENERAL 

TECHNIQUE: Vocabulary Games: My Word 



Estimated Time 

Objective 

Materials 

Directions 



10-15 minutes, depending on the size of the class 



Students can find out English for unknowns. 



Paper and crayons for drawing pictures 
Objects that students bring to class 



1. Each student draws a picture of something that s/he would like to 
know the name for in English. Students can also bring the real object 
to class. 

2. One at a time students ask/mat's this (called) in English?'* 

3. The teacher moves around the room answering the students indi- 
vidually. 

NOTE: This is an activity which can be used in all competencies especially 
for more advanced students who want to learn vocabulary related 
to their individual needs and interests. Teachers can spend a few 
minutes several tim^ a week giving indhridual students words that 
they want to know. Each student could ke^ a card i^ile or 
notebook with her/his own words* 
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iDEA SUGGESTED BY: 

Soetopo Siswo Setijono and 
Junaidi Adrenata 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Galang, Indonesia 



COMPETENCY: 


Find out English 


1.8 

{CL ~ 5) 


LEVEL: A, B 






GENERAL 
TECHNIQUE: 


Repetition and Substitution Drills 



Estimated Time 


30 minutes 


Objective 


Students can find out En^Ush for unknowns. 


Materials 


A bag and a handkerchief 

Real objects such as a pen, a pencil, a book, a watch, a key, a glass, 
a flower, a ruler 

Handout with picture of the above objects (see other side) 


Directions 


1. 


Introduce the names of the real objects by using drills (see 
General Technique) with the question "v/hat's this/that in 
English?" 




2. 


Give students handouts with pictures of the objects. The students 
practice in pairs asking each other, "What's this?" 




3. 


Put real objects into a bag. The teacher aide or a student goes to 
the desk, takes out one object, and hides it under a handkerchief. 




4. 


Standing far from the object, ask, "Is that a book? " The student 

(object) 

(or the aide) answers "no" or "yes." 




5. 


Conduct a repetition drill (see General Techniques) to practice 
"t« that » ?" 




6. 


Standing close to the object, ask, "Is this., pen ?" The student 

(object) 

(or the aide) answers "no" or "yes." 




7. 


Conduct a drill to practice: "Is this a pencil?''' 

(object) 




8. 


Take another object from the bag and ask students to guess what it is. 
To practice "iMs" put the object on individual students' desks. 
To practice "thi\t" put the object far from the students. 


Variation 


Divide the class into teams and let them compete to guess the object. 
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IDEA SUGGESTED BY: 

Nin£a Ald«(ete, R<^ta C^ida, 
Noia Massahi, Romulo Roda 

Int^national (^tfaoUc Migration 
Commission (ICMC) 

Bataan, ^lil^pines 



COMPETENCY: Find out English 
for unknowns 

LEVEL: C,D (can be adapted for all 
levete) 

GENERAL 



TEOINIQUE: Vocabulary Gam^: Treasure Hunt 




ERIC 



Estimated Time 

Objective 

Materials 



Directions 



Variation 



30 minutes 

Students can ask ques^ons to i^d out English for imknowns. 
List of objects for each student, e.g., 



1. 


notebook 


6. 


stone 


2. 


erassr 


7. 


stick 


3. 


pen 


8. 


book 


4. 


thumbtacks 


9. 


cigarette 


5. 


flower 


10. 


match 



1. Divide the class into several teams. 

2. Give each team a list (see above sample) of t^gs to find. 

3. Set a time limit of 10-15 minutes for finding the objects. 

4. The first team to return wttii all objects is the winner. 

5. When the studmits return, the teacher or the students cm ask 
•mat's tiiis caUed in English?" 



For lower levels, pictures of items that the students are to find 
<^ be used. If students do not know the name of a pictured item, 
they must ask. "What is this (in English)?" 
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IDEA SUGGESTED BY: 

Integrated Program Staff 

Intematlonai Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: 


Observe clasm>om 
etiquette 


1.8 
(SO - o) 


LEVEL: A 






GENERAL 

TECnJNlQUb: 


Repetition XJiiUs, 
Role Play 





Estimated Time 
Objective 
Materials 
Directions 



30 minutes 

Stud^ts can apolc^ize for latent. 
2 cardboard docks with movabte hands 



1. Put two cardbc^urd clocl^ with i^ed times on tlie tN)ard« 
One clock shows tiie time that class begins; the other shows 
tiie time tibat class ends. 

2. Put rods of different colors (red and blue) on the desk. 
Indicate that the m3 rod represents ycHi and tiiat the blue 
rods represent the students. 

3. Point to the clock indicating ^e thne that cla^ begins and ^ow 
the red rod arnvir^ to the class as well as most of the blue rods. 
Leave one blue rod outside the group, 

4. Move the hands on tiie clock to indi<»te the passage of time. 



5. Then the **late" rod arrives in tiie "classroom/* 



6. Using g^t^ir^ and facial expr^ons and pointing to the clock, 
indicate that the student should not come ^;>te to class, 

7. The "late" rod ^ys, (with teacher providing tihe language) 
"rm sorry Tm late.** 

8. Using a repetition drill (see General Techniques), the students 
practice the phrase "I'm sorry I'm late." 

9. Review by assigning students* names to different colored rods. 
^Vhen a rod comes late to class, the student whose name is assigned 
to the rod says, "I'm sorry Vm late,'* 
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IDEA SUGGESTED BY: 

ESL Staff 

The Con^r^iuin: 

Hie Experiment in Inl^^natkmal Lhdog 
Save the ChikUen F^toralion 
World Education 

Phanat Nikhom, ThaHand 



COMPETENCY: Obsefve classroom 
etiqiiette 


1.9 

(SO - 6) 


LEVEL: B,C.D 




GENERAL 

1 t!rvnniiv^^« itejouicier iJnuB 





Estimated Time 

Objective 

Materials 

Directions 



Variation 



30 minutes 

Students can explain thdr t««$om for being late or absent. 



Pictures of situations meh as a sick persim, a perstm cooking, a perscm 
sle^ic^ a p&tnon shewing, a parson eatarg (optional} 



1. Sbow a pktuie or p^tcnnime a leastm for being late or absent, 
«ich {» sick, eaiing, cooking, sleeping, shopping, taking care of 
children, workitm- 

2. While showing the pktiue or pantomiming, ask a student: 



Why was I i^isent?'* or 
Why was I late?" 



3. The stoident answers aixsording to the picture or tlie pantomime. 
Lower level students can give a one-word answer (sick, etc.). 
Higher level students can use a complete sentence. 

4. Give ^e picture to individual students and ask: 



Why were you abs^t?" ox 
Why were you late?" 



Students answer aoco^ing to ttie pictures. 
Higher level studente can ask e«:h other the questions. 
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IDEA SUGGESTED BY: 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippine 



COMPETENCY: Observe classi c 
etiquette 

LEVEL: C,D 
GENERAL 

TECHNIQUE: Chanting, 
TPR 



L9 
(SO 6) 



Estimated Time 
Objective 
Materiob 
Directions 



30 minutes 



Students cm express general classroom rules. 



Student handouts of jazz chant (see below) 



1. Usmg the chamting technique (see General Techniques), 
present Uie following chant wiui accompanying gcoiures: 

Keep those long legs off your chair* 
Keep those big feet on the floor. 

Take your hat off when you comv in; 
You're not outside anyn^ore. 

Keep your mouth shut wh^n som^'one's talking. 
When you're sleepy, don't just yawn. 



Don't speak 



in the classroom. (Lao, Khmer, etc.) 



And don't litter on the floor. 

Say **HeUo" when you come in. 
And **Goodbye" when you go honu* 



COMPETENCY 



COMPETENCY NUMBER 



Ca^ a check or money oxder 

X^ocateabank 

Buy a money order 
** Open an account, i.e., checking, savini^ 
♦* Use a bank iu»:ount 



16.1 
16.2 
16.3 
16.4 
16.5 
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IDEA SUGGESTED BY: 

ESL Staff 

The Comortiuiii 
Galang, Indonesia 

Intexna^onal Ca^olic Migration 

Commisskm 

Bataan, I%9ipptBe« 



COMPETENCY: Cash a check or 
money order 



LEVEL: AU 

GENERAL 
TECHNIQUE: 



RoiePlay 




Estimated Time 
Objective 

Materijds 



Directions 



30 minutes 



Studente <»n desonbe anoth^ person. 



Sigpai BANK, TELLER 

Props for bank robbery (toy gun, handkerchief, money) 
j^lanJk; cheeks for each student 



1. Arrange before das8 to have an American, whom the students 
do not know, sttge a bank robbery. 

2. Set up tiie class Hke a bank wxtili signs: BANK,TELL£R. 
Tell the students they wiU practice caidihig a check at a 
bank. (Students ^KmM have previous studied language 
for cashing a check.) 

3. Give each stud^t a Uank check to make payable to her/himself. 

4. Tell the students to stand in line with their checks at the 
**TeIler" window. 

5. Just IS the studaits are about to cadi their checks, the 
Strang comes teto the bank wi& a haiui^rdiief over her/his 
face aiu! a"gun," pu^ h»/hto way to the frwit of the line 
and robs the bank. S/he quickly leaves with the money. 

6. Itien ask ^ stttd^its to desoffbe the robb». Low level 
classes can be assisted wiUi the description if necesrary by 
questions, e.g.. Was s/he tall? Was s/he fat? What color was her/his 
dshrt? 

7. After stud«it8 have desatibed the robber, ask higher level 
classes to tell or write everytiiing that hi^>p«ied hi the past 
tense. Write key words on the board to help. 
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Variation 



After students have describee) the robber, invite 3«4 Americans 
of the same md the same size the robber to come into 
the classroom for a ''police Imemp." One of the Americans 
should have changed clothes with the bank robber before coming 
to tlie line-up. The students try to guess which one is tilie real 
robber and tell why they think that person is tlie robber. 




YOUR NAME 
AND ADDRESS 




Mf to f*H 



-OOtUMIS 



SAMPLE •VQig 



T^mi from Am«Hc«n Culturai OriMtation Workbook by Virginia Johnson, 
Balph Sf9V8/» Mrtd Dmmis VoborH, iCMC, 1^ 



IDEA SU(;GESTED BY: 

SSL Staff 

The Consortium: 

The Kxperiment in International Living 
Save the Children Federation 
World Eduoition 

Phanat Nikhom, Thailand 



COMPETENCY: Cash a check or 
money oru6r 


16.1 


LEVEL: A, B 


^ 


GENERAL 

TECHNIQUE: Oral Diak^es 





Estimated Time 

Objective 

Vtaterials 



Directions 



1 hour 



Students can cash a check. 



A large calendar 

Oiecks (1 large check Med out; iadivMual paychecks for 
imiAi stud^t) 
ID cards 

Si^tword: BANK (on large card} 
Picture or model of bank 



1. Put a large calendar on Oie board in £ront of the class and 
ask two students to pretend they are working. 

2. Point to the first dsQToftibie month and tihen to the IStih 
of the month. Give a large p^check to the workers while 
pointing to the 1st and 15th of the month. 

3. To show the different aspects of the check, point out on 
the large check: the date; the amount in numbers and 
words; the receiver's name; and the employer's name. 

4. To check understanding, a^ students about the Uuqge 
check with qu^ions such as the following: 

- mat's the date? 

~ How much is it for? 

- Who's it to? 

- Who signed the check? 



5. Point to the bank's name on the check and bold up a picture 
or a model of a bank and introduce the sight word BANK. 

6. Introduce the concept of ID card by showing yoiir ID 
card, pointing to the ph jto and name and saying, **Identifica- 
tion" (a good word association technique is to stre^ the 
"I" in "Identification"). Students who have ID's can ^ow 
them in answer to the question, "Do you have an ID?" 
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7. Introduce the following dalogue (see General Techniques) : 



8. Distribute paychecks to the students. They practice the 
diak^e by going to the bank with their checks, showing 
their ID*s and endorsing the checks. 

NOTE : Students ^oukl practice signing the^ checks so 
the signatures are legiWe. Students should be 
minded that the same signaUire ^ouM be used on 
everything sinoj banks compare statures before 
making transactions. 



Teller: 

Customer: 

Teller: 

Customer: 

Teller: 

Customer: 

Teller 



Msy i help you? 

Yes. I want to cash a check. 

Do you have an ID? 

Yes. Here it is. 

Sign here please. 

(signs on back of check) 

(gives money to customer) 




5.} 



XYZOofparitioii 



T q T t* € a m axm a f 



-14 



101 



1234 



012 j34i5678 



Boonkong Sanouvot^ 



3 131)81 



345 



(•Ar THIS AtMfiMMtr 



«ft*ATWO HUNDRED TVfENTY AND .77 DOLLARS 





COf^rs^fS^ cnecKi- ao ^ar honor «i=**voto*- appears tM SACKCRouND 



GREEN TOOL COMPANY 
'Toote for you $kio» 1922" 

PAY TO THE ORDER OF 



1^ % 




tSATE 



CHECK NO. 



26854 



AMOUNT 




Taken from Anwican Cuftural OriwrtJrtkwi Workbook by Virginia Johnson, 
Ra^ Stevem and Dennis VotOfH, /CMC, 198Z 
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IDEA SUGGESTED BY: 
ifesman Supiiady K. 
The Consortium: 

The Expeximent in international Living 
S«nre l^e Children Federation 

Galangt Indonesia 



COMPETENCY: Cash a check 


16.1 
(B~l,3) 


LEVEL: B,C 




GENERAL 

TECHNIQUE: Dialogue Grid 





Estimated Time 


I hour 




Objective 


Students can cash a check or money order. 




A large copy of dialogue grid, "Banking" or individual copies 




for 38^h stud^t 


Dkections 


1. Following procedtireEt for teachhig dialogue (see 




General Techniques), present the following dialogue using 




the "Banking" grid: 




A* 


Can I help you? 




B: 


I want to cash this check. 






Do you have an ID? 




B: 


Ye®. I have a student card. 




A: 


No. That's not good enough. 






Do you have a pa^port? 




B: 


No, but I have an 1-94. 




A: 


Good. 




B: 


Here. 




A: 


Sign (endorse it), please. 




B: 


OK. 






One $50 bill? 




B: 


No. Two $20 biUs and one $10 bill. 




A: 


Here's your I-94. 




B: 


Thanks. 




A: 


And here's your $50. 




B: 


Thanhs. Bye. 
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IDEA SUGGESTED BY: 

Hustico de los Reyes 

Int^ational Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Cash a check or 
money order 


16.1 

(B 1, 2, 3) 


LEVEL; D,E 




GENERAL 





EsOmated Time 
Oojective 
Materials 
Directions 



30 " 46 minutes 



Students can cash a check. 



Cards witib role pls^ sd^^ons 



1. The students are dhrided into pairs. Each pak is ghren a card with a 
banking tdtuatiiHi, ^ch as the following: 

— You'd Uke to cash a check but you forgot your ID. 

— You'd Uke to cash a check but you forigot to endorse it. 

— You're in a hurry and you want u» ca^ a dh&sk so you move 
to tibe £ront of the bank line, out of turn. 

~ You are a bank robber and you want to rob the bank. 

— You are a person who has never kept your money in the bank. 
You want to know if the bank is a safe place. 

2. The students work in pairs wiUi one student being the bank teller 
and the other being the person using the bank's service. The students 
prepare a role play and present it to the other students. 
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UlEA SUGGESTED BY: 
£SL Staff 

It temational Catholic Migration 
CQinmi^on (ICMC) 

Bataan, Philippines 



COMPETENCY: Locate a bank 

LEVEL: C 

GENERAL 

TECHNIQUE: Fluency Squares 



16.2 
(SH - 12) 



Estimated Time 
Objective 
Materials 
Directions 



ERIC 



30 minute 



Students can rec<^nize bank hours. 



None 



1 . Dtaw the following fluency square on the board and follow the 
general technique for fluency squares (see General Techniques): 





OPEN 


CLOSED 


U.S. Bank 


MON..SAT. 
9:00 - 3:00 


SUN. 


Universal 
Bank 


MON..FRL 
10:00-3:30 


SAT., SUN. 



2. Ask tlte class questions sudi as: 

— What hm]s. is open Monday to Saturday? 

— What bank is open Monday to Friday? 

— Wh^ Imnk is closed Sunds^? 
" Wha bankisclo^S^urdi^? 

— When is the U.S. Bank open? 

— When is the Univexsd Bank open? 

— When is the U.S. Bank dosed? 

— When is the Universal Bank closed? 

— What bank do you go to if you want to cash a check 
on Satuniay? 
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IDEA SUGGESTED BY: 
Fsed Ligon 
The C(Hisortiumt 

The Sxpedment in International Living 
Save the Chfldien Fedefation 

Galang, Indonesia 



Estimated Time 

Objective 

Materials 

Diiections 



COMPETL. CY: Buy a money order 

LEVEL: B 

GENERAL 

TECHNIQUE: Picture Stories 




1 hour 



Students can buy a money order at a bank. 



Copies of the picture story, "Money Order" (attached) 
Bank money ord^ for each student to fill out (see att^ed) 



1. Follow the ^ri«al procedures for picture storks 
(see G«aeral Techniques) to present the picture story, 
"Money Order." 

NOTE : Students ^ould each get a money order and practice 
iiUiii^itout 
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IDEA SUGGESTED BY: 
Fred Ligon 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: Open an account 

LEVEL: C,D 

GENERAL 

TECHNIQUE: Picture Stories 




Estimated Tfane 


1 hour 






Objective 


SUtdents am open an account* 




Materials 


C<^i^ of picture story, "&mk Account"" (see otiier side) 






1. FoUow tiie general pro<^3dures for picture <^fonVs (see General 
Techniques) to pr^nt picture story, ''Bank Account/' 

2. Set the situation: A man is robbed while carrying his money. 
He decides to go to the Imik and open a bank account. 

3« Su^ested language includes the following: 






1. 


The man is walking. 

He is holding a bag of money. 

He is thinking about buying some clothas* 

/It's June./ 






2. 


A thief takes his money. 






3, 


He asks a woman^ "Where is the bank?** 
She says, "Over thei^.*' 
/It's July./ 






4, 


He goes to the bank. 






5. 


He asks a woman, "Where can I open an account?** 
She says. "Overttiere." 






6. 


A man asks, "Can I help you?*' 

He says, "I want to open a new account." 






7. 


The bank official asks, "Do you want a checking account?'' 
He says, "Yes/' He's given an application form. 






8. 


The bank official asks, "How much do you want to deposit?" 
He says, "$520." 

The bank official gives him a deposit slip. 






9. 


He fills out the deposit slip. 






10. 


The bank official gives him a check book. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
Wodd Education 

Phanat Nildiom, Thailand 



Estimated Time 


1 hour 


Objective 


Students can op^ and use a bank account. 


Materials 


CSiecks, money orders, op&n account forms, d€qpK>sit sUps, 




withdraw^ (di^ (optkm^) 


Directions 


1. 


Aft^ students hme prmiAced the language in Competencies 


• 




16.4, 16.5, divide the clam into pairs. 




2. 


Eadi pair is aissigiiecl a role play situation: 






— cash a check 






- cash a money oxde^ 






~ ouy a mon^ oiuex 












~ A^tMsit ntifivifiii in fin A^^crainli 






^ withdraw minimf £rom an account 




' 3. 


Students perfonn the above role plays in pairs* 




4. 


After each role play, the student who was the customer, returns 






**home*' and tells her/his friencte (the class) the procedures 






s/he wait throu^ at the bank. This will be done in the past tenj^ 






vmig words md^ as fiist^ next, after that, then, etc« 






Examples: 






Cashing a chedt 






First, I went in the bank, then I went to the teller's window. 






I showed h^ the check and she told me to endorse it* After that 






I showed her my ID. Then she gave me the money. 






Opening an account 






First, I went in the bank and I saw a desk for opening accounts* 






I told the man I wanted to open an account. I fiUed out a form, 






then I showed him my ID. I gave him the money to deposit and 






he gave me my account book (checkbook). 






Purchasing a check/money order 






1 went in the bank and told ^e teller I wanted a check to send to 






Thailand. She told me to fill out a Torm, and I had to pay 50^ for 






the check. 
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COMPETENCY: Open an wjcount; 

Use a bank account 

UEVEL: D, E 



16.4 
16.S 
(B - ALL) 



GENERAL 

TECHNIQUE: Role Play, 
Narrative 



• Give the class the above narrative as cloze exercise 



• Give the naaa^nres to tiie class in the present tense; and the students 
change them to the past tense. 

• The class can write the namitives as a dictation. 

• The narratives can be iec«mied and students cfm work together 
to corr^t pronunciation €Hr grammar mistakes. 




PmQn$\ Monty Onitr 



No a§S0346 



NBC DOUB 



CTS 



MVAftU m US OOikAHS QHur, 

NOT ro txcfico ssooixr 



TO TWl 
Of 



Aocmivi 



7 io*«ao 1 



1 Accourn Opening Form Ir 












I 












1 








TViilpnPlnl two* 

1 


Otttof B^rtfi 


-lT 






CMlStttut 














1. 







































PUBLIC BANK 


A0K)UNTNUM8iR 




j SAVlNOSOEKtSIT J 






CA^ 


CURRENCY 






DATE _ 






COM 






NAME 


C 
H 

e 
c 
K 
S 














ADDRESS 
























— „i. " 






r - * 1 








TOTAL, 







PUBLIC SANK 






SAVINGS WITHDRAWAL 




DATE 




















ACCOUNT number' 




NAMP 












ADDRESS 








DOLLARS 












$ 




SIGNATURE 



Taken from AirwricMi Culiterti OHtntstton Workbook by Virginia Johnson, 
Ralph Stevens and Dennis Voborii, ICMC, 1982 
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IDEA SUGGESTED BY: 
ManaHuby Ib«^ 

International Catholic Migration 
Commissioa (ICMC) 

Batiisn, Philippines 



COMFETEINCY: Open an account 


16.4 


LEVEL: D,S 


/ft ~ K in\ 


GENERAL 






TECHNIQUE: Song 





Estimated Time 
Objecthre 
Materials 
Directions 



15 minutes 



Stud^to can review banking language with a song. 



Cc^iea ot the song« *'It*k the Real Thing'* 



Afti^ stud^ts have practiced opening an i^ount, present 
the following song for fun: 

Tune: "It*s tiie Real Thing" (Coca-Cola commercial) or 
**rd Uke to Te«jh the World to Sing" 



at*s the Real Thing* 



I'd Uke to open an suxount 
So 111 go to the bank. 
I'd like to save a little cash 
And earn some interest 

It's true the bank's a bu^ place. 
Oh, dear, what should I do? 
The teller's window's over there, 
U that the pl£K% to go? 

It's the real thing: 
Pennies, nickel^, and dimes, 
Quarts, dollars, and checks. 
It's ^e real thing. 

She shouted, "Next!" and I stepped up, 

My mon^ in my hand. 

"I have a hundred dollars here. 

I hope that it's enou^." 

I put my money in the bank. 
And let it work for me. 
And now I have this little book 
That shows how much I have. 



It's the real Uiing: 
Pennies, nickels, and dimes. 
Quarters, dollars, and checks. 
It's the real thmg. 
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ID£ASU€«GEST£DBY: 

Kenneth Kawasaki 
Int^natiimal Catholic Migration 
Commis^n (ICMC) 
Bataan, Philippines and 

BSL Staff 

Phaxutt Nikhoin, Thafland 



Estimated Time 

Objective 

Materials 



Diiectiom 



ERIC 



COMPETENCY: Use a bank account 
LEVEL: C,D 


16.5 
(B - ALL) 


GENERAL 

TECHNIQUE: Game 







minutes 



Students em |My and iec«ive given amounts of muney. 



Break the Bank cards 
Plf^ money 



1. 



The students are divided into groiq>s. Eadi stui^t gets $200 in 
small bUbi. is ptaoed in tlie <^rter of the ta)^. 
'I1jtei8the*n>anti." Ef^ groi^ gets one dte and sets 1^ of 
Break the Bank cards, with the numbon 1*6 on one side and 
instructions on the oUier mde: 

Set #1: Take (withdraw) $ fcom the b»ik. 

Set #2: Put (deposit) ^ in the bank. 

Set #3: Give each player $ . 

Set #4: Receive $ f rom each player. 

Set #5: Buy a mcmey order for $ from the bank. 

Set #6; Cash a check for $ . 



Sample cards: 



Side! 



Side 2 



Side 1 



Side 2 



Take 
$10 from 
the bank. 



2 



Deposit 
$30 in 
the bank. 



2. 



Student 1 rolls the die, takes the top card from the pile corres- 
ponding with the number on the die, reads the instructions aloud, 
and folloiM^ the directions. 

Example: Student 1 rolls 3. S/he takes a card firom Set #3 ai;d 
reads it aloud: **Give each player $5.00." The student 
then pays the $5.00 to each of the players. 
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3. The game continue mih each player roUing tiie die, taking and 
reading a card, ia«i loUowing the instrucOons until a player or the 
bank rum out of money. 



To make the game iHmtsnue longer, the stodents can play to see who 
1^ the most money. A stud^t ¥^o runs out of money can borrow 
from anoth«f play«r by writing an "lOU." This money must be paid 
back at the end of the game before students make a final count of their 
m<mey. 



IDEA SUGGESTED BY: 
ESL Staff 

Hie Experiment in Intsnational Living 
Save the Qiiidi^ fe^ima.U<m 
Woxld EdiusEition 

j^anat Nikfaom, lliaiknd 



COMPETENCY: Use a bank account 
LEVEL: C, D, E 


(B-9) 


GENERAL 

I tHrCniNiy utt. uiaiogues 







IlSuIIl31?f1 IIIIIC 


i nour 




OwudifcS can an awounu 


Materials 


BSmk checks for each student 


Difections 


1. Give students blank checks to flU out as tibey work with the 




various dialc^es. 




2. I^resent ^e following dialogue (see General Techniques): 




1 . Buying doting — customer and stoie derk : 




a: how mucn is it7 




B: $28.49, please. 




A: Will you take a check? 




B: Yes, if you have an ID. (or 2 id's) 




Customer mak^ out a cha:;k to Western Clothing Co* Clerk 




checks ID before giving customer his package. 




2. Faying rent— landlon! calls tenant because rent is late: 




A: HeUo, Doug? This is Frank Faterson. It^s already 




the 5th and I hadn't received your rent yet* 




B: Oh, soi^! IforgoL Cem I send you a check? 




A: Yes. That would be fine. 




B: 1*11 send it tod^. 




A: Thanks. 




Doug makes out a dieck for $250 to Frank Paterson. 




3. Paying bills- two roommate are talking: 




/\. ine pnone oui ceuue luaay. 




B: How much is it? 




A: $24.00. 




B: Did you make any long distance calls? 




A: Y^, one call was $10. Ill pay $17.00 and you pay 




$7.00. 




B: Can you write a check? Ill give you $7.00 in cash. 




A: OK. 




A writes a check for $24 to Northwestern Bell. 
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Variation 



3. Students role play the dialogues in paiis, making out checks 
to the {^pmpriate persons smd for the appropriate amounts based 
on the dial<^es. 



Additional dialogues can be written to practice filling out withdrawal 
and deposit sll|>s (e^., a situation in which a customer wants to: deposit 
$500 in his account; deposit a $200 check and get $75 in cash). 



PAif ro TliE 
ORDER OF 



PUBLIC BANK 



DOLLARS 



ACCOUNT WO. 



PAY TO THE 
ORDER OF 



ACCOUNT NC. 



PAY TO THE 
OWBR OF 



ACCOUNT NO. 
3^-5678-9 



PUBLIC BANK 



NO 



DOIJLARS 



PUBLIC BANK 



DOLLARS 



Taken from American Cultural Orientation Workbook by Virginia 
Johnson, Ralph Stevens and Dennis Voborii, I CMC, 198Z 
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Cbthing 



COMPETENCY COMPETENCY NUMBER 

Descnbe clothing needs 2.1 

Locate clothing 15.1 

Select and pay for clothing, le., 15.2 
size, price, color, style, fabric 

Locate places to buy clothing 15.3 

♦♦Give and iBceive compliments about dress 15.4 

♦♦Care for clothing, e.g., hand/machine 15.5 
wash, dry, iron, dry-clean 
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IDEA SUGGESTED BY: 

Maria Luisa Mundo 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: 


Describe clothing 
needs 


(SH - 1) 


UEVEL: A,B 






TECHNIQUE: 


Use of Visuals: Eliciting 
Substitution Drills 



Estimated Time 


30 minute 


Objective 


Students can describe clothing needs. 

Students can describe clothing needs for different seasons. 


Materials 


Pictures of people in the snow, rain, or heat 
Pictures of people mining certain artides of clothing 
{e.g., a p^i&m witii only one shc«) or wearing torn clothing 

Note: The pictures can be simple stick figures. 


Directions 


This activity assumes that the students already kaov the names 
of the basic articles of clothing. 




1. 


Show tise students pictures of people missing certain pieces 
of clothing or in torn or ragged cloUiing and ask, 
'♦What does s/he need?'* 




2. 


The students respond, "S/he needs a shoe." (For low level 
classes, students do not need to answer in a complete sentence.) 




3. 


Show a picture of a man in the snow (rain, sun) and ask, 
"What does he need?" 




4. 


The students r^pond by suggesting the appropriate clothing for the 
weather shown, "He needs a raincoat. " 


Variations 


• 


Put pictures of the missing/appropriate articles of clothing 
in the front of the room. If the students do not know the name 
of the article needed, they can point to the picture and ask their 
classmates, "What's this?" 




• 


Give a pictujfe to each student. Ask the student, "What do 
you need?" 

• 
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IDEA SUGGESTED BY: 
Moira Lucie 

Lutheran Immigration and Uefugee 
Services, American Council for 
NationaUties Services (URS/ACNS) 

Hong Kong 



Estimated Time 
Objective 

Materials 

Directions 



COMPETENCY 


: Describe clothing 




2.1 




needs 




(SH-1) 


LEVEL: A, B 








GENERAL 








TECHNIQUE: 


Substitution /Repetition / 






Rejoinder Drills 







1 hour 

Students can describe clothing needs for themselves and for others 
in the cla^. 



Chalkboard and colored chalk or colored paper and tape 
Pictures of clothing items (optional) 

This activity is used to review article of clothing that have already been 
taught. 

1 . Make the following grid on the chalkboard : 



Student's Name 



Clothing Needi 



Color 



2. Fill in all the students' names in the first column. 

3. Ask each student: "What do you need?" 

4. When the student responds, draw in tiie article of clothing 
(or attach a picture of that article of clothing) in the second 
box next to the student's name. 

5. Ask each student: 'mat color do you want?" 

6. Using pieces of colored chalk or attaching a small strip of colored 
paper, fill in the thkd column based on the student's response. 

7. As each line is filled in, the students repeat after the teacher or 
respond to the teacher's questions: 

Repetition Drill: Thanh needs a shirt. 

He wants a red shirt. 

Rejoinder Drill: T: What does he need? 

S: He needs a shirt. 

8. After two or thxm lines have been completed in this way, begin 
pointing to the boxes to elicit the language. 
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9. When the grid is completed, Bsk t)i« sti»ients questions about what 
esu;^ l^r^m in column one needs and ^i^iat color s/he wants, but in 
random order. Stuctents will have to listen tag the names to be able to 
ans^r correctly. For level A stufknts, point to the names since 
these students can probably not r^ the names. 
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IDEA SUGGESTED BY: 

Sorta Nainggolan and ^iny Donald 
Dablas 

The Consortium: 

The Experiment in International Living 
Save the Children Fedemtion 

Galang, Indonesia 



Estimated Time 
Objective 

Materials 



Directions 



Variations 



COMPETENCY: Describe clothing 


2.1 


needs 


(SH ~ 1 ) 


LEVEL: B,C 






GENERAL 




TECHNIQUE: Use of Visuals 





30 mh.utes 

Students can describe the clothing needs of otiiers, uang personal 
pronouns and descriptive adjectives. 



3x5 canis: 

- dotMdg pictu]^ 

- colors 

- names of family members 



1. The class is divided into smaU groups (about 4.6/group). The groups 
sit in circles with the 3 stacks of cards (clothes, colors, family 
members) in firont of them. 

2. The first player draws a card from the "Famay Member" pUe. 
Baaed on the card drawn, s/he asks the player to her/his right, 
"What does v o we lister y , nt?" 

(family member) 

3. The second player draws 2 cards, first from the "Color" pile and then 
from the "Clotiiing" pile. Based on the cards s/he responds, 

"She wants &^een shirt. " 

(color) (clothing) 

4. The game continues around the circle, with the second player asking 
the third player, etc., until all have a&ked and answered the question. 



To streis the correct grammatical structure, write parts of the sentence 
on the board leaving blanks for the words from the cards (or a pocket 
chart can be used): 



My 



wants 



a 



Students pick cards from each pile and attach them to the proper 
blank. Additional cards with "I" or •'They" can be added. Students 
then must erase the -/s" on "want"; or they may add an "s" 
to the article of clothing to make it plural. 



Spxmd all tlie canis m a table in fircmt of tiie class. TlvBxe ^ould be 
two ccqpl^ (rf ^tch cacd and 2 pocket diartg. 

Tlie students are divided into two t»uns. Say a smtenoe such as, 
"My sm wants a red diirt." One student £rom encfa tc«ni comm 
to ^ front and finds tlie c<»aect woid and iHctuxe etods. "niefitst 
student to ^Amm tiie three cards in l&e apim^tmate place in her/his 
team's pocket dbiait gete a point for tbe team. 
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IDEA SUGGESTED BY: 
Kate Sonwxs 

Lutheran Immigratiion and Refugee 
Services, Atnevican Council for 
Nationalities Services (URS/ACNS) 

Hong Kofl^ 









COMPETENCY: 


Describe clothing 


2.1 




needs 


(SH - 1) 


LEVEL: C, D 






GENERAL 






TECHNIQUE: 


McHmory Game 





Estimated Time 


30 minutes — 1 hour 


Objective 


Students can describe a person by the clothing s/fae is wearing. 


Materkds 


None 


Directions 


Vm gaxae can be played i^Eter articles of clothing and colors have been 




taught. 




1, Three students form a group, with SI and S2 sitting l»ck to bade 




and Sd standing next to them. 




2. Student 1 tries to describe from memory what S2 is wearing, if SI 




cannot remember, s/he can ssk S3 questions: 




Is s/he wearing a shu't? 




(article of clothing) 




What color is her/his shirt? 




(article of clothii^) 




3 S3 snsvofTR anv miestions asked bv SI or corrects mistakes in Sl^s 




descriptions. 




4. After SX has described S2, the students change roles and S2 describes 




SI, or S3 changes plam with SI or S2. 




- - .... ... — . 
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IDEA SUGGESTED BY. 
ESL Staff 

Hie Consoxtiuni; 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonma 



COMPETENCY: Locate clothing 


15.1 


LEVEL: AU 


(SH - 22) 


GENERAL 

TECHNIQUE' Jeooardv Game 







^timated Time 
Ob^tive 

Materials 
Directions: 



1 hour 



Students can de^^be dothing and id^tify the differoit d^mrtments 
where articles of dothing are found. 



Jeopardy Beards (see below) 
I. leotMotiy Board (C-D) 





M£N1S 


WOMEN ^ 




JEWELRY 
OemRTMENT 


$ to 


SHIRT 




SANDALS 




* zo 


PANTS 


0LOUSE 


TENNISSHQ© 


NECKLACE 




COM 


SKIRT 


SOOTS 


WATCH 


^ 40 




UMiHtNSSUjT 


M)€44 HEBiS 


EARRINGS 


^ 50 


PAJAMAS 


BELT 




SRACELET 



1. The above grid is posted or drawn on the board. 

2. The general rules for jeopardy (see General Techniques) are used 
for this activity. 

3. To get points, students can ask questions such as the following: 

Men's. Department, $30 ~ What do you wear when it's cold? 
Shoe Department, $20 — What do you wear for sports? 
Jewelry Department, $40 — What do you wear on your ears? 
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II. Jeopardy Board (A-B) 





MEN 




swoe 




* 10 








0 


♦ 20 














1 
















♦so 











1. The teacher puts up the grid illustrated above. 

2. The students have to say only the name of the department, 
the amount of money and the name of the item, 

e.g., Women - $20 — blouse. 
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IDEA SUXIESTED BY. 
Conchita Bulagay 

International Catholic Mtgration 
Commission (iCMC) 

Bataan* Philippines 











LEVEL: B.C 


D->1,6, 8) 


GENERAL ^ 






TECHNIQUE: Rejoinder DriUs 









Estimated Turn 
Ob^ctivt 
Materials 
Directions 



Variation* 



1 hour 

Students can locate plat^ to buy clothing. 

ForvariatiiMi: Diagram of Newberry's Department Store (see att«:hed) 



1 . Draw the following grid on the chalkboard and tell the students 
that this is a department store; 



2. The teacher asks the following questions : 

Where is the basement? 
Where is the first floor? 
Where is the second floor? 
Wb<»re is the third floor? 
Where are the shoes? 
Where are the dn^ses? 
Where are the suits? 
Where are the pants? 

(etc. with other clothing objects) 

3. After asking each question, give ttvs chalk to a student who labels 
the floor number or draws the article of clothmg whcrevear s/he 
chooses. 

4. After the department store is completed, the students ask the teacher 
or other students the location of different items of clothing: 

A: Where are th e dresses? 
B: On the 3rd floor. 



This activity can be used for hi^er levels by adding the names of 
various departments. 
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• Imteac^ of having students draw the clothing articles, they can attach 
pictures in the various locations. 

• Give the students the attached diagram of Newberry's Department 
Store. SUtdents ask ^ch other for the location of different clothing 
items. 



ERIC 
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NEWKRRY'S OERftRTMfiNT STc^^ 




Er|cI72 
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IDEA SUGGESTED BY: 

ESLStaH 

The Conxatixan: 

The EKpenment in Inteznatlonal Living 
Save the Children Federation 

Galang, Indonesia 



COMPETCNCY: Locate clothing 


ts.i 




(SH - 72) 


LEVEL: C.D 




GENERAL 




TECHNIQUE: Repetition and Substitution Drills 


Vocabulary Games 





Estimated Time 


30 minutes 






Objective 


Students can locate dothii^ by depntm^t 




Matetials 


Pictoxes or names of clotibing items (these can be cut fitom magazines) 
Department stcare grid with diff^nt <jtepffirtmeits killed: 






MEN'S DEPT. 








WOMEN'S DEFT. 








SHOE DEPT. 








CHILDREN'S DEPT. 




Directions 


1. Revkw names of clothing items. 






2. Explain that large department stores in the U.S. are divided into 
actions. 




3. Using drills (see Greneral Techniques), introduce the names 
of tioB different departoieats. 




4. Dk^bute picture of clothing artMes to the studeats. 




6. CM out tiHe name of a dothhig item. Ilie student who hce that item 
must place it in the correct dei^ortment on the lai^ grid. 


Variation 


Run and touch game (see General Techniques: vocabulary games) 
Students are divided into two teams. Team A has picture or names 
of articles of clothing droMm or written in bhia. Team B has the same 
pictures or names dmwn or writtrai in red. When the teacher calls the 
name of an article of clothing, the student from each team with that 
article runs to the department store grid and pla<^ the clothing item in 
ihe correct place. The team with the most items in the -^rrect place 
at the end of the game wins. 
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IDEA SUGGESTED BY: 

Jksma Juen and David Perrin 

International Catholic Migration 
Commission (ICMC) 

Bataan« Hiilippin^ 



Estimated Time 20 minutes 

Objective Stud^ts can identify si^t words for ^zes/s^ in stoxes/prices. 

Materials Tic Tac Toe Boards 

Directions 1. Explain ttie rules for tic tac toe (see Literacy Activiti^). 

2, Give pairs of sUidents the f oUo wir^ Tic Tac Toe board : 



SALE 


*20 


UP 


DOWN 


M 


*35 


L 


ELfVADR 


5 



a)MPETENCY: Select and pay for 
clothing 

LEVEL: A 



15.2 

(SH~5,7) 



GENERAL 

TECHNIQUE: Tic Tac Toe (Literacy Activities) 



3. Taking turns, stud^ts read a si^t word from the board. 

If tijey read the word conectly, they can put their marker on 
that word. 

4. The first stud«it to get 3 in a row wins. 



Variation 



ERICM 



For hii^er levels, additional sight words, such as names of departments 
in the store, can be added. 
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IDtASU(UfESTEI) BY: 

ESh Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY 


: Select and pay for 


15.2 




clothing 


(SH -1,4) 


LEVEL: B,C 












TECHNIQUE: 


Communication Games 





Estimated Time 


1 hour 




Objective 


SUidents can buy basic clothing. 




Mntetiflls 


A set of 24 t^airs of cards. Each card has a picture of an item of clothing 






including color and size, *n each set one card is marked **Cu5tomer** 






and the other is marked ''Salesperson** (See l^k of for list of the 






caxds in the set sample cards) 




Directions 


See directions for communication games (General Techniques). 




i 




CJhoose enough pairs of cards so that there is a card for each student. 




\ 

1 




(MaKe sure everyone nas a maicn./ 






2. 


The class is divided into "Salespeople" and **Customers.*' Since the 








language lor tne oaiespeopie is more uixijcuit, me more aa- 




1 




vanced in the class should be assigned these roles. The Salespeople 




1 




stand behind desks which represt^i^it counters in a store. 






3. 


T!he Customers move around the room from coimter to counter 








asking the ^propriate question until Customers and Salespeople 








match their cards exactly. 






4, 


The following question-answer patterns can be used: 








{Salesperson: May I help you? 








Customer: Yes, please I want a shirL 








(clottiing) 








Salesperson: Wha^ color do you want? 








Customer: Blue, please. 








(color) 








Salesperson: What size do you want? 








Customer: SmalL 








(size) 






5. 


If at any time in the question-answer sequence, the salesperson 








does not have what the customer requests, s/he says: 








Vm sorry* I don't have shirts. 








I 'm sorry. I don *t have blue. 








Vm sorry. I don*t have smalL 








The Customer then moves on to another Salesperson and begins 








asking ttie questions again until s/he finds the exact match of her/his 








card. 
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Variation 



The price can be added as anotiier variable or in place of color or size. 
The students can then fimMce the {^birases: 



I'm sorry. That's too expensh^. 
or 

I'm sorry. I want a better <me. 

NOTE: The lArase "I want a better om" refers to the quality of ttie 

imxiuct. The teadxer &ould point out tibat iAmp&c items some- 
times lack quality are, therein, not always the best buy. 



CtOTHINQ PAIR ACTIVITY 



PAIRS 


CLOTHING 


^>LOR 


SIZE 


01 








02 


ft 


00 




03 


99 


90 


Un^i 


04 






Sand 


OS 


99 


90 




06 




90 


L^gt 


07 


Shift 


R«d 




08 


99 


90 


Midhun 


09 


99 


00 




10 


Shoe* 




Sm^ 


11 


99 


00 




12 


99 


00 


Urgs 


13 


P#fiti 




&nill 


14 


00 


00 


Mtdkim 


15 


99 


00 


L«g« 


16 


Skkx 






17 


99 


00 


MMiuffi 


18 


rf 


00 




19 


Panti 


Grttn 




20 


09 


00 


Mod Him 


21 


99 


90 




22 


Skirt 








99 




ModHifi) 


24 


99 


09 





SAMPLE CARDS 




IDEA SUGGESTED BY: 

ESL Staff 
HieConsortiuni: 

The Expaiment in International Living 
Save the Children Federation 
Worid Education 

Hianat Nikhom, Thailand 



COMPETENCY: Select and pay for 
clothing 

LEVEL: D 



15.2 
(SH - 1,4, 

6. 16) 



GENERAL 

TECHNIQUE: Vocabulary Games: Object 

Guessing Game 



ERIC 



Estimate Time 
Ob^tive 
Materials 
Directions 



30 minutes 



Students can ask questions about pric^ and quality of clotiiing. 



Articles of clothing 



1. One student sits in frcmt of the class, facing the class. 

2. Hang an article of clothing on the chalkboard behind the student 
and write a price on the board. 

3. Without looking at tiie article of dothing, the student asks the class 
questions about it: 

Is it a shirt? 
What color is it? 
What size is it? 
How much does it cost? 
Is it beautiful? etc. 

4. When the student iObiishes asking questions, the cla^ asks« 
*'Do you want to buy it?*' 

5. The student can respond with **Yes'* or **No" and the reason, 
for example, "It's too b%," or **It*s the correct size/' 

6. After the student*s response, the article of clothing is revealed 
to her/him. 

NOTE: This activity can be very furmy if the teacher selects some 
unusual pieces of clothing. 
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ID£A SUGGESTED BY: 
Center for Applied Ungu»tics 
Manila, Philippines 



COMPETENCY: Locate id&ces to 


15.3 


buy clothing 


(SH - 12) 


LEVEL: A, B 




GENERAL 




TEOINIQUE: Vocabulary Games: Run and 


Touch Game 



Estimated TiiM 

Olyective 

Materials 

Directions 



20 minutes 

Students can names of stores and store hours. 



(Aboard pictures of stipes mlAi mtom and business hours printed 
on them (see ^onpi^ below) 

Follow General Techniques for vocabulary games: run and 
touch game. 

1. Post tiie pictures below on tiie dialkboard and have students practice 
reading the ^oge nam» and tlie hmsrs. 

2. Divicte tibe students into 2 teams. The teams Ime up in £rcait of the 
chalkboard. CaU the hours of one of the stores (e.g., 9:00 - 5:00). 

3. One student tsam each team ri^ to be i^e first to iK>int to the 
correct store. 

4. After all students have had tums^ the teacher asks questions 
appropriate to the level of the cla^: 

Which store is open from 9:00 to 5:00? 

VUlmi is the po^ office open? 

When do^ the (tej^^rtment store dose? 

5. Students can practice asking each other about store hours based on 
the picture cu^. 



BANK 



SHOE 
STORE 

9'.O0'5:0O 



POST 
OFFICE 

8/O0'S:0O 



f?eSTAURANT 
li;0O AJV^.- 
I/OOA.M' 



STOf?E 
9.'00 - 9:00 



CPTBN 
24 Houns 



Er|0 8 



9U 



IDEA SUGGESTED BY: 
Maria de Castro 

International Catholic Migration 
Commission (ICMC) 

Bataan* Philippines 



Estimated Time 

Objective 

Materials 



Directions 



ERIC 



COMTCTENCY: Locate i^ac^ to 
buy clothing 


I S.J 

(SH~ 12) 


LEVEL: B,C 




nFi^s At 

TECHNIQUE: Fhiency Squares 





30 minutes 



Stuctents can ask store hours. 



Box grid: 



JTANEfc 










|s|m 


T 


W 


Th 


F 





M 



25^ 



Th 



w 



Q 



Th 



1. Point to the boxes (see General Techniques: fluency squares) 
and present the following: 

Jane's Department Store is open ftom 10:00 A.M. to 8:00 P.M. 
Moj. 'ay through Saturday. It is dosed on Sunday. 

Jill's Shoe Store is open from 9:00 A.M. to 5:30 P.M. 
Monday through Friday. It is closed on Saturday and Sunday. 

2. The students listen to the spiel several tim^. 

3. Ask questions such as the following: 

What time is Jane's Department Storr opoi? 

/fhat time does Jane's Department Store dose? 

Is Jane's Department Store open on Saturdays? 

Is Jill's Shoe Store open on Sundays? 

What time does Jill's Shoe Sto^ dose <m Friday? 

Wb^en is Jill's Shoe Store open? 

Which store is open on Saturday? 

Etc. 
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Vailatioiis 



• After asking the above questions, t^ch the foUowing dialogue 
(see General Techniques: onil dialogues); 



Custorocsr: 
Store Perronnel: 

Customer. 
Store Personnel: 



What time is the stoze open? 

It's open from 9:00 AM. to 5^ P.M. 

Monday tiaou.^ Fruiay. 

Are you open <m weekends? 

Yes. we are opcai mx Satwday from 9:00 A.M. 

to 5:00 P.M.. Imt we are dosed on Sunday. 



D/E levd students can practice the above dialqpie (or a variation) 
over the i^one. 



ERIC«> 



IDEASUGGJ^TEOBY: 

ESL Staff 

the Ckam^vuaa: 

The Experiment in Intexnational Living 
Save the Qiildren Federation 
World Education 

Hianat Nikhom, Thailand 



COMPETENCY: Locate plat^ to 
buy clothing 


ISJ 
(SH - 1, 22) 


LEVEL: C,D 




GENERAL 

TECHNIQUE: Categories 





Estimated Time 

Materials 
Directions 



Variation 



ERIC 



30 minutes 

Stuttents can lcx»te places to hay clotbic^. 

Slips of pi^ printed with names of dothing items 

1. Prepare slips of pi^ with the name of one item of clotiiing 
on each strip. 

2. Write the following words on the board: 

— first 

— next 

— then 

— after tihat 

3. Each student draws 4 of paper from a bo%. S/he then describe 
her/his topping trip. For example, if the student draws "sandals," 
"dress,'* "tie," and "necklace," s/he says: I'm going to the shoe 
department to buy sandals. Next, I'm going to i^e women's depart 
mentto & dress. Ilten. I'm going to the men 's department to 
buy aUe. After that, I'm going to the jewelry department to buy 

a necklace . 

Note: If two of the items are in the same (tepartnsent (e.g., dress, 
blouse), the student should combine these items and say, I'm going 
to the women 's department to buy & dress and & blouse^ 



To practice different verb temes, the teacher can ask the student to 
describe her/his shopping trip yesterdiQ?. 



9H 
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IDEA SUGGESTED BY: 
Center for Applied Linguistics 
Manila, i^uUppines 



CDMPEl^CY: Care fc» clothing 






15.5 


LEVEL: D.E 




GENERAL 


TEOINXQtJE: Matdiing 





Estimated Time 

Objective 

Mateiiak 



Directions 



20 mtoiutes 



Students can read and understand labels fox care of clothing. 



Care labels taken from clothing or written on 3 x 5 cards (see below) 
Pictures representing care instructions (see samples ) 
Note: Depraiding on the size of the class, the teacher should make 
multiple sets of the above cards. 



1. The class is divided into teams of 4-5 students. 

2. Each team is given a set of care instruction labels (or cards) 
and a set of picture directions. 

3. The team members work together to match the care labels with 
the picture directions. 

4. The first team to match all correctly wins. 



Variation 



ER102 



Play concentration (see General Techniques) with the cards. 



CARDS FOR CARE LABELS 



MACHINE-WASH 



WASH BY HAND 



DRY CLEAN ONLY 



DON'T USE HOT IRON 
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DRIP-DRY 



WASH IN COLD WATER 



IRON 



PICTURE CARDS 
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IDEA SUGGESTED BY: 

Casiana H. Bernardo 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY : 


Care for clothing 


15.5 


LEVEL: D, E 




(SH - 28) 


GENERAL 
TECHNIQUES: 






Operations 





Estimated Time 

Objective 

Materials 



Directions 



Variation 



30 minutes 



Students can use a coin'<^mted washing machine. 



Real clothe (dark and i^t) or picUn^ oi dark loid li^t clothes 
2 caidboaid models of the directions cm a w^ung machine 
Sign: Laundromat 



Follow ttie directions for operations (see CSeneral Techniques) 
and present the following sequence: 

1. You are going to w£dh your dothes. 

2. Go to the laundromat. 

3. Sort your clothes into two piles: dark clothes and light clothes. 

4. Put the dark ones in one machine and the li^t ones in another 
machine. 

5. l^t the water tempemture. 

6. Then put in the soap. 

7. Put the coins in the coin slot of each machine. 

8. Push in the coin slot. The miuihine is running. 

9. Sit down and wait for the machine to finish. 

10. When the machine is i^ished, take out your clothe. 

11. Dry them in the dryer. 



Oral and written dialogues (see Genenl Techniques) can be developed 
from the above operation. 



ERICB4 
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COMPETENCY 


COMPETENCY NUMBER 


Describe work eKperience 


7.1 


Describe s^ls 


7,2 


Describe educational tMtckjpround 


7.3 


Recc^nize conuxiCHi 0n1brv**leve! jobs. 

e^., names, duties, and qualifications 


9.1 


Indicate job psefetemes 


9,2 


Locate posnl:de jobs, e^., 

sqppioach penon at work site, 
make an {^pointment, oonvey a 
lesire to work 


13.1 


Give i^levant information when 
^plying for a job 


13.2 


Get inf ormat^n about a job 


13.3 


Follow instructions on the job 


18.1 


Give explanatbns for sickness, 
lateness, absence, mistakes 


1S*2 


Converse witti fellow employees, e.g, 
about family, recreation, weather, 
traffic, ne^ 


18.3 
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IDEA SUGCXSTEO BY: 

Intematknial Catholic Miration 
Comnds^ (ICMC) 

Bataan, niil^toes 



CX)MPETENCY: 


D^^be work 


7.1 

{EF 1, 9) 


LEVEL: A, B 






GENERAL 
TECIffilQUE: 


Use of Visuals, 
Rejoiudar I^rflls 





Estimated Time 
Objective 

Materials 

Difections 



ERIC 



1 hour 



Students can 
employed. 



describe their past work expoience and length of time 



Visuals of irtudeats* jobs in thdr own ccnintxies 
Fanner seiies of visuals (see other side) 



1. Put vap vimtals of oammon jobs that students taay hove had m their 
own countries (or &id out before da» from a transiatm what 
the students* jobs were). 

2. Show a map or draw a sketch of the studasts* countries and introduce 
the que^ion: 

What was your job in (countiy)? 

3. Pointing to the differ^t picture model the resp^mse: 

I was a (job tifete) . 

4. Ask students to choose visufds representing Iheir jol» in their own 
coimtd^t and give each stuctent individually the name in English 
for her/his job. 

6. Then £»k the sktd^is, "What was ycMir job in (country) ?" 

Individual students re^nd« "I was a (job tatle )." depending on each 
student's own situation. (Students should not be required to learn 
the names of any jobs but their own.) 

6. After stud^ts have practiced nooning their past jobs, put up a picture 
of a farmer at the left of the board and then nine other pictures of the 
^me man planting rice. Hie Isst picture should look older Hxm 
the fbcst picture. Write a date and a number under e^ picture. 
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7. Ask the stud^ts to read year and the number under each 
picture. 

8. Using a rod to represent the farmer (or pointing to the picture) 
ask, "What was your job in your country?" The rod farmer replies, 
"I was a farmer." 

9. Point to the dates md the numbers and ask, "How long were you 
a farmer?" The rod farmer repltes, "10 years." 

10. Begin removing visuals (starting with 1973) and ask the same question, 
responding with "9 years," "8 years," etc. 

11. Have the students respond to the question based on the picture cues 
and tiien on their own situations. To cue individual student's job 
length, exchange the picture of the farmer for a picture of different 
students* jobs. Each student then responds based on her/his own 
length of time in a job in the native country. 



Variations 



Vary the questions by asking YES/NO questions: 
"Did you have a job in (country) ?" 

Introduce the questions: "Do you have a job now?" 

and "What's your job?" by introducing new pictures repre^nting 

current jobs. The pattern, "No, I'm a student." can also be 

mtroduced. 

Teach job duties to each student individually by introducing the 
question and response "What did you do?" "I planted rice." using 
the fanner pictaire and then teaching each student individually her/his 
duties, e^., "I was a mechanic. I fixed cars." "I was a goldsmith. 
I made jewehy." Students should be required to learn only their 
own duties. 
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IDEA SUGGESTED BY: 

Cosmas Sunarto Idya <#I)aiid 
Evelyn Mariman (#11) 

Tl.e Consortium: 

The Experiment in XntCBoml^biutl living 
Savie the Qiildren FecNvatlon 

Galang, Indonesia 



CX)MreTENCY: Describe work 



LEVEL: A,B 

GENERAL 
TCCHNIQUE: 



7.1 

(EF- 1,2) 



Fla^c^rds; Jigsaw 
(Liter»;y Games) 



Estimated Tiiv^ 

Objective 

Material 



Directions 



30 minutes 



Studrats can write own ptevious and preset oeoipatiozus. 



Picture of current and past jobs of the students 
Flashcanis with the names of these jobs 
Alphabet cards 



#L 

1. Put up pictures of common jobs held by the students in their own 
coim tries and at present, and review the questions, "What was your 
job in (country) ?" and "What is your job now?" 

2 Show cards with the names of the different job? held by the students. 
Have the students put the names under the appropriate pictures. 

3. Distribute alphabet cards to the students. Each student must put 
the cards togetJher to the names of her/his previous and current 
jobs. Low level students can copy the names from the .sight word 
cards. High level students can try to do this from memory. 
(Students who do not have jobs can spell "student.") 

4. For B-level classes, divide the class into groups and give each group 
alphabet cards. Put up pictures of jobs and have the students put 
together the alphabet cards to spell a number of common past and 
present jobs based on the picture cues. The first team to spell 

the names of the jobs correctly then writes them on the board under 
the pictures. 



#n. 

1. Draw a picture of a common job held by the students on half of a card 
and write the name of that job on the other half of the card. Then 
cut the card in half. Each set of cards is cut on a different pattern: 




2, Tbd^biiAmUmafyAi^iamsm^^e^hv^ 

con«ctness by wiiether «: not the edg» on the picture and the name 

ftcOvi^ can ^ be used to Cfsnpet^icy 9.1: 
Recognize names of common (Kitiy4evel jol». 
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IDEA SUGGESTED BY: 
Soetopo Siswo Set^no 
The Consortium: 

Hie Expeiiiiient in Intematk>nai Liv^g 
Save tiie QbSkirai Federation 

Galangf Indoneisia 



COMPETENCY: 


E^oibe work 
exp^rie^ac^ 


7 1 


LEVEL: 3.C 






GENERAL 
TCCHNIQUF: 


Eole Hay 









Objective 


Students can describe past work eixperi^<^ in a Emulated interview. 


Materials 


None 


Dtn^rtioiis 


Note I This is a review activity after the students have studied the 




language in 7.1. 




1. Wnte tkke i^t w<Mrds, NAME, OCCT^^'ATION, DAIstS^ PLACE 




on the bc^zd with sano^e inforsiiati« n: 




NAME! Hien Nfifuv^ 




OCCUPATION: Driver 




DATES: 1970-1975 




PLACE: Da Nang, Vtetnam 








the information about her/him^f . 




3. Collect the papers ami set up the tmnt of the room to represent 




an employment office or govemmeit agency. 




4. While students wc»rk on individual written asssgnments at their di^KS 




(e.g.9 a dmple job iq>plication), call each studmt individually to l^e 




front of the cla^ for an interview. Ask eadi student the following 




questions: 




What is your name? 




What iras your CK^tmtion? 




When did you work? 




Wherp did vou wnrk^ 




Using information Uiat each student wrote on the paper, check 




if the infonnation given orally is correct. Help students individually 




with pronuncmtion difficulties and correct any spelling errors in 




the written work. 
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7.1 




(EF-9) 


LEVEL: C 















Er|c»2 



Ihonr 



Stucl«iia can dewaribe own tnd oOm* wotk 



for eai& itada^ c<»i^?totod miMx far kad^ 



X. Give etdnindratincB^ job mfttiiz. 

1. •n»Qriiis«i«ir^M«inVietomlQf6|W[i. 

He wit ft loidlte for 10 

5. MftiwMftwftttmfai^it. 

6. TlMiy^JiwtSywBitaftiirttaiiwaBaiqi. ^ 

7. Oiiciad)ltoiw«*wl««8yBWi»«iilrcowitaiiib 

8. DiiQg wf^n^ in Cm TiMi. 

9. l&mgwoiM&iViii^TttiCoKlSsrim. 

U. BliittMd&iftii^^caii^fofiyMr. 

Ai tii0 tewte xmds tiw MnteiieM. tibt* fta^^ 

mgtdcM. ^ad8!itsaBiwi^iaMiiM%i«faipite' TbetMite 

Completed Matrix 





Thuy 


Dung 




Cue 








•oMIer 




tiMrllCiT 


wailseii 




Viet&em 


CenTbo 


VottgTMi 






YSABS 


6 


10 


12 


8 


8 


REFUGEE 
CAMP 




Syn. 


18 no. 


18 mo. 


lyear 



103 



3. After ihe itwdent* hwe completed the matricet, ask questions about 
theduoBct^ The itudenti mswex the questions hmed on 
Mommlt^ ^ hsve written cknm. Exan^: '"Whul w«t niuy's 
Job?** **Who was a fWieiwun?** 

4. The sbidaits then deacrflbe indiwhtaJ characters from the matnx. 
ExaB^: Das^ ma A ttMlsria Cm V^^ tax 10 yewea. He^nt 
two yean in a refUj^se ca»Ap. 

5. Using the same pattern, stuuients describe themselves. 



Variation 



The matrix can be ezpwded/changed by adding oth^ pieces of 
inf<«matic«i« es-t "Ptesent Job," ♦'Eklucational Background." 



1 - 4 
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IDEA SUCCEED BY: 

Int^cnational Catholic Migratton 
Commis^ (ICMC) 



COMPETENCY: D^cHbe mak 


7.1 




(EF-9) 






GENERAL 






T<MS 


Dialogues 





Estimated Time 

OtJsfective 

Matefiab 



Students can describe m>tk expeii^ice. 



At»U 



Teai*«r4aaade sfeilM witii names, o<»upatkm8 and da^ — to 19 — ) 



1. Review ttie names of past and lafeaait jobs hdd by ttie students 
by playing ball toss (see General Techniques: vocabulary games). 
Student 1 sa;^s the wanes of her/hsa past and pxesant ^bs, "I was a 
^tnner in ^^tllam, now I am a cook." Then s/he tosses Oie ImU 
to another student who ghres the ssme pattern with her/his own 
mfbnnation. Then Student 2 toi^ the ball to Studi^t 3. 

2. Show stri|» witii the following inf<»mation: 

— Name of perscm 

— Present occupation 

— Past occu{mtion(s)/leii^ of time 



Sample card: 



Dung 

4anitc»rnow 

a^k in V^am from 1972-1975 
Driver ficom 1975-1982 



3. l^e students use th^ cards as cues and pr^nt lumratw^. 
Example: Dung is a janitor now. Me was a clerk in Vie^am 

ftom 1972-1975. ' ftm that he was u driver from 1975-1982. 

4. Students make cards for them^hres showing name, past jobs 
and dates. 
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Variations 



ERIC 



5. 



Introduce His following excbani^ at an int^view (See Genosl 



Intezviewen 



miat (to ym do now? 

What was your job hefoxe? 
1 1998 a driver. 

How Iknsis K^eie you a driver? 
(When weite you a driver?) 
F<»10yeari (tan 1972-1982). 
Befeoei ««t, whsldidyoudo? 
I waaaslialei^. 



6. 



The studesita divide into pain and practice the dialogue using their 

own InjEomstioou 



Intr<Hbu» the qu^tions, '"What WKte/aieyoujdut^ **Whatdo 
ycai. do?*' ''Whad. did you (ki?" Hiii iiifoimaibkm be add»i 
to the cards and to the role play of the job interview. 

Write the information from the cards in narrative form leaving blanks 
in the paragr^>ht Students £01 in the blanks. 

Sani|>te: 

Dat a janitor now. He sweept the floor in the school. He ia froro 
Vtetnam. In Vietoam he worked m a farm ^ two y^rs. Before 
that, be waa a soldier for Uuea y^fs. He isniMd suih^U^. 

Stodents can tiien write an equivalent narrative about themmtves. 



10b 
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SUGGESTED BY: 

Consmtium: 

Save the Childmi Federatk^n 
Qalaiig, Imtonesia 



CC»MQPETENCY: D^cribeskiUs 
LEVEL: A,B 



7.2 
<EF - 10) 



GENERAL 
TECHNKH^: Fk^u^cds (Literst^ Games ) 



E^imatedTbne 

Objective 

Materials 

Directiom 



ERIC96 



ao minuter (ctep^ids on tevd of students) 



SUKients can M in inforaiatkm on a simidlfied applk^tion fi^. 



Si^t word cards 

1 ^plified applkation fcmn/student (see sample) 



1. Afake s^t woxd caxds that include 



DATE 

NAME 

ID NUMBER 

DATE OP BIRTH 



ADDRESS 
OOJUPATION 

FROM (MONTO/YEAR) TO (MONTH/YEAR) 
LANGUAGES 



and revkw or teach the words using various s^t word techniques 
(see Literacy Section). 

2. Ask the studfcnts questions using the ^t word cards as cues, e.g., 
**What's your ID number?" "What was your job?" 

3. After asking oral questions, give the students the simplified 
application forms (see other side) and help them fill out the 
information based on own background- 



loy 



IP 





-roi CMOirnfl/VftAfii 







TaAaw /Sw/n In Sight by Fred Ligon, TTw Experirrmt in Intematioml Living. 



ERIC 
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IDEA SUGGESTED BY: 

SSL Staff 

The Con'!ortium: 

The Experiment in International Living 
Save the Children Federation 
Woiid Education 

Phanat Nikhom, Thailand 



COMPETENCY: Describe skills 


7.2 




(EF ~ 14) 


LEVEL: C, D 




GENERAL 




TECHNIQUE: Slot Drills 





Estimated Time 
Objective 
Materials 
Directions 



Variation 



ERJC198 



30 minutes — 1 hour 



Students can describe own skills. 



Pictures of different jobs 



1. Write the following on the board: 

I was a (job) for (no.) years in (country). 
I have (no.) years of exi^rience as a Gob). 

2. Model the sentences using a picture of a job. Write dates on Uie 
board (e.g., 1970-1979) as cues. 

3. Each student then uses the board sentences as a sample and reads 
the sentences filling in her/his own informatkin. 

4. Ask the question, "What skiUs do you have?" Using pictures of 
different jobs, answer the question using the skills of the person 
in one of the pictures. 

Example: (picture of mechanic) — He can fix cars and trucks. 

5. Help the students identify their own ^liUs in Elfish. Write the 

phrase, "lean .." on the board. The students fill in the 

blanks orally with their own skills. Students ^ouid be encouraged 
to speak positively of thek own skills and not be apprehensive 
about ^ying good things about themsdves. 

Use a chain drill (see General Techniques) to practice "What skills 

do you have?" and "1 can " Student 1 asks S2; S2 answers 

and asks S3; etc. 
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IDEA SUGGESTED BY: 

Mena S. Facunla 

Intmiational Cathohc Migration 
Commission (ICMC) 

Bataan, Riilippines 



CX)MPETENCY: D^cribe skills 


7.2 




fEF - 14 22\ 


LEVEL: E 




GENERAL 




TECHNIQUE: Nanative 





Estimated Time 


1 hour 






StiKients can desciil^ i^hdlls. 




Matoiali 


Tapenrecoxded story 




Dupectioiifi 




ttecoiti uie louowing story (ix a recorder not avaudotef 








^ teaci^ can read the story): 








I^ul is worldni; in a jewelry shop. He can make necklaces, rin^. 








wrini^ bKN^elets aiMi ankleU. He likes his work as a jeweler. 








Bef<KFe he became a iewrier. be worked in a denarttnent store 








He typed and Hied lettexs« He also recind^ ^les and counted and 








oxd&ed supi^ltes. 








Paul is an ambitious yoiu^ roan. He frants to acquire more skills 








so that he can do other thinp too. 






2. 


Before the students listen to the story, write new or difficult voca- 








bulary words on the board and ask students to ^ to explain 








the meanings. 






3. 


Give the ^dente the following writt^ comprehension questions: 








a) Whei« is Paul woi^ang? 








b) What can he do? 








c) Can he type? 








d) Where else did he work? 








e) What kind of a man is Paul? 








f) Why? 






4. 


Play l^e tape twic^ for ^e students (or r^ the story twice). 






5. 


Students answer the questions (individually os in pairs). 






6. 


Stud^ts listen to the tape again myd then write individually (or in 








paira) what they can remember. 






7. 


Divide the students into sanaU groups. Bi^ed on i^at each student 








(or pair of students) has remembe^ from the t^, the group 








reconstiructs the entire story. 






8, 


The students listen to the tape £^ain to check their written venslons. 
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9 Stud^ts write the story on the board. 



10. Students listen again to dieck the board version. 

1 1 . Help stiKiente make any additional corrections. 

12. Students think of a friend who has a job. They write a similar 
description of her/him, describing her/his skills (or ttiey can write 
about themselves). 



Ill 



IDEA SUGGESTED BY: 

The Ctjsmat&am: 

Hie Expesimmt in Intoms^nal Livii^ 
Save tfa« OiOdi^i Feden^on 

GiOaiig, Indonesia 



CCXMPETENCY: Describe educational 


7.3 
(H-IS) 


ySVEL: B,C 




GENERAL 

TECHNIQUE: Dial(^ GrM 





Estimated Time 

Objective 

Materials 

Directions 



1 h<»ur 



Students can demnbe their «iucatioi«iI iMtckgrounds. 

Alaigec(^of thed&dogi^gnd (seeoUi^skte) to post in front of the 
dass ((» individiud C€^|m» of the smaller 9ri^ fcsr ^tch stwient) 

1 . Use the dlal(^e griki, **l^ployment: &du<»tional Background," 
and foSow the genial tedmi<pes for dkdogue grids (see Gi^aral 
Technique) to present tlw foOowiim dialogue: 

A: IM you go to sdiool? (In Vietnam, Cambodia, Thailand) 
B: Yes. 



A: 
B; 

A: 
B: 

B: 

^ • 

B: 
B: 

Al t 

B: 

A: 
B: 



How many years? 
For years. 



Wb«n? 
From ^ 



to. 



Where? 

In 



(country) 
What level? 

(level) 

Did you grawluate? 
Yes. 

Wh^ did you study English? 
In 

(country) 

Are you studying Eni^ish now? 

Yes. In 

(place) 
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EMPLjOYMENT 



EOUCATiONiAi. BACK6R0UICD 

INTBRVIBWEH ^ , 
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IDEA SUGGESTED BY: 

Ccmscnrtkim: 
The Exp^ftoeat in Int»iMtional Living 
Save the OifUt yft^ Federation 
Worid Education 

Phtmat Nikhom, Thailand 



COMPETENCY: Describe ediu^tioiua 
L£VEL: E 

TECHNIQUE: Vali»8 CMBc^on 




Estimated Time 
Objective 

Materials 
Directioiis 



Vafiation 



ERIC 



1 hour 



Stud«a1s am di^oiBa their educational backgrounds and education 
in the VS. 



N<nie 



1. Lead a discussion on education by asking some or all of the following 
questions to the class: 

Did you go to school? How long? 
What did you study? 

How many teachers/students were in your school? 
Was it in a village, town, or city? 
Did you like school? 
What subjects did you like? 

What subjects didn't you like? Why didnt you like them? 

How do teachers treat students in your country? 

How should teachers punish bad students? 

How could schools be improved in your country? 

Does everyone go to school in your country? 

Why dont some people go to school? 

Did you go to hi^ school? vocational school? college? 

What would you like to study in America? 

Do you have to pay for school in your country? 

Do you want your children to go to school in America? 

Do you think American schools are good or bad? 

Is this school the same as schools in your country? 

How is it different? 

Do you think you're learning anything here? 

How could we improve this school? 

Do you feel you have to study too much — or not enough? 

Can you understand your teacher? 

Does your teacher talk too much? 

If you were a teacher, how would you teach this class? 



Students can be divided into small groups and given copies of the above 
questions to discuss together. After each group has discussed the 
questions, ask some of the more difficult/interesting questions to the 
entire class and the groups can compare their opinions. 



Ill 
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IDEA SUGGtSTED BY: 

Arif Sulistiono, Kunkun Sudrajad and 
Jonter Sagala 

The Consortium: 

Th« Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 
Objective 

Materials 
Directitins 



Variations 



COMPETENCY: Recognize common 


9.1 


entry -level jobs, e.g., names, duties, 


<EF -4) 


f 11! siH firations 


LEVEL: A, B, C 




GENERAL 




TECHNIQUE: Use of Visuals 







30 minutes 

Students can identify common entry-level jobs; students can distinguish 
between numbers that sound the same. 



Pictures of entry-level jobs (attached) 

1. Introduce (or review) the names of common entry-level jobs 
using the pictures. 

2. Give each student the picture sheets showing entry-level jobs 
(one worksheet can be used for low levels; two for higher levels). 

3. Call out a number; the students tell which job corresponds to the 
number. 

Example: Teacher: 16 

Students: cook 

Teacher: 60 

Students: painter 

4. The students stand in a circle with the picture(s). 

5. Call one of the numbers. The first student to say the name of the 
job corresponding to the number sits down. 

6. The game continues until all students have sat down. 

• The class is divided into 4 groups. The game is played the same way 
except that a group gets a point if a member from that group is 
the first to respond with the name of the correct o<!ci-,>ation ct)rrcs- 
ponding to the number called by the teacher. 

• Ball loss giimc (see General Techniques: vocabulary ^mcs) 
Sti^dent 1 calls a number and tosses the ball to another studcmt. 
The second student says the name of the occupation corresponding 
to that number. Then s/lje tosses the ball to a Uiird student and 
calls another number. The game t-ontinues in this way. 
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IDEA SUGGESTED BY: 

Maiairi M.S. 

The Consortium: 
Galang, Indonesia and 

ESL Staff - Variation #2 

The Consortium: 
Phanat Nikhom, Thailand 



Estimated Time 

Obj^tive 

Materials 

Directions 



COMPETENCY : Recognize common 
enti>' level jobs, e.g., names, duties, 
qusdifications 


9.1 

i I I. ~ S i 


LEVEL; 3,0 






GENERAL 

TECHNIQUE: Use of Visuals 
RejoU. ier Drills 





30 minutes 

Students can name entry-level jobs and their qualifications. 



SkUl cards (see samples below) 
Occupation name cards (see samples below) 

1. Hold up a skill card and the corre^nding occupation name card 
and introduce the following sequence: 



Example: 



cut hair 



barber 



T: 1 cut hair. 

S: Vou'^ a barber. 



2. Introduce various skills and their occupation names using the pairs 
of cue cards. 

3. Distribute the skUl cards to half the class and the cards with names of 
the occupations to the other half. 

4. Student 1 holds up and reads her/his skiU card. The student with 
the matching occupation card holds up her/his card and says the 
occupation. 



Example: SI: (holds up card) 
I make dre^es. 

S2: (holds up card) 
You're a tailor. 



make dresses 



TAILOR 



5. The activity continues until all cards are matched. The students can 
then exchange cards and repeat the pattern. 
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Variatiom 



• The cards can be to {day concentration (s&e Literacy Garo^). 

• For D and £ lev^ i^adajobdesiariptiim witlu>utusiii^ 
Hie i^u<tents guess the name of the job. 

Examples: tliiapenmi clM««plates,pamand|^teussesm a 
x^taurant. (didiwadi^) 

Thibi persoa takm mmey in a gtme, (ca^ikr) 

This peg^on swe^ floors, deans bathrooms, and 
wadi«i windows, (janitcff) 

Thispcafwmmak^foodfaiajMtaufant. (cook) 

This person has a trudk Of laud, (driver) 

This person makes tiiin^^ on an assembly line. 
(iBctfHy work^) 

This person makes houses, buildix^ and roads. 
(cmisbKKtkNB worlt^) 

This person l^ps i^k people, (doctor <» nurse) 

This person fixes can, trucks and motorcycles. 
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IDEA SUGGtSTtDBY: 

ESL Staff 

Tho Consortium : 

Tlu* ExfHTinwnt in International Living 
Save th»» Children Federation 

Galang, Indonesia 



Esfimated Time 
Objective 

Materiais 
Directions 



Variation 



ERlQoa 



COMPETENCY: Recognize common 
entry-level jobs, e.g., names, duties, 
qualifications. 

LEVEL: D, E 
GENERAL 

TECHNIQUE: Charades 


9.1 
(EF 16) 







30 minutes 

Students can name entry-level joba and duties using correct grammatical 
structures. 

3x5 cards with sentences (see below) 

1. Write sentences such as the following on individual 3x5 cards; 

They makt dresses. 
She washes dishes. 
The young man cleans floors. 
The two girls cook. 
The men repair cars, 
etc. etc. 

2. Following the directions for charades (see General Techniques), 
the students work in teams to guess the complete structure. 

NOTE: For D level classes, the class should work with only one 
structure at a time: subject + verb to be + object or 

subject + action verb object 

More advanced groups can mix the s^ctures. 



For low level clasa^: Give a student a picture of an entry -level job. 
The stu<tent pantomimes the job and the other sUtdents gue^ the name. 





He is a busboy. 


a. 


b. 


My brother is a tailor 


b. 


c. 


My mother is a file clerk. 


c. 


d. 


My sister is a waitaress. 


d. 


e. 


I am a janitor. 


e. 
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IDEA SUGGESTED BY: 
ESL Stall 

IntemaUonal Cathcdic MigraticHn 
Cominission (ICMC) 

Bataan, !%iUppines 



COMPETENCY: Recognize common 
entry 4evel jobs; Indicate job 
preferences 

LEVEL: B,C 
GENERAL 

TECHNIQUE: ScramWed words 



9.1 
9.2 

(EF ^4) 



Estimated Time 
Objective 

Materiais 



Directions 



30 minutes 



Students can identify common entiy •level jobs and their duties and 
indkate their pfidemK^. 



Slips of pi^per with initial letter of occupation and spaces for the 

reznaining letters 

Al!^bet lefct^ on 3 x 5 cards 



1. Divide the students into pairs. 

2. Give each pair of students an envelope with alphaljet letters and 
a slip of paper with the initial lett^ of a word and Uanks for 
the other letters. 

3. The students work in pairs to put together the letters to si:m?I1 names 
of common entry-level jobs. 



Example: 



O 



u 



B 



B 



(Busboy) 



4. Aft€!r Uie students the word, they decide together what the 
duties of that job are. 

5. Move around Uie room, asking each pair, *'What job do you want?'* 
("What do you want to do in America?*') The students respond 
witii the name of the job they have spelled. 

6. Th^ ask each pair about the job duties using the following pattern : 
"Can you (duties)?" If the job the students have spelled has these 
duties, the students respond, "Yes, I can." If the job has different 
duties, the students respond, "No, I can't." If the answer is "no" 
ask, "What are your duties?" and the students respond. 
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For mcae advanced classes, the medial or final letter of the word 
can be given (m the of psp&c instessl of tJ» initial letter. 

The pairs can discuss additkinal qt;^ttons, e.g., **Wh«fe do you want 
to work?" "When do you want to work?" and the teacher can ask 
these qu^tiona in additton to ^e ones above. 

The dan can plsy hangman (see Literacy Qames) to ^11 the 
names of the jobs. 



121 



IDEA SUGGESTED BY: 
ESL Staff 

The Consortium: 

The Experiment in tntemational Living 
Save the Children Federation 
World Education 

nianat Nikhom, Thailand 



COMPETENCY: Recognize common 
entiy4evel jobs, e.g., duties, 
qualifications; 
Indicate job preferences. 

LEVEL: C, D 
GENERAL 

TECHNIQUE: Narrative 



9.1 

9.2 

m 16) 



Estimated Time 
Objective 

Materials 

Directions 



1 hOMX 



Students can name common entry-level jobs, duties, qualifications, 
locations and hours. 



Board grid (see below) 

Pictures of common entry-Ieve! jobs 



1. Post the following grid in front of the class. 



NAME : 

AGS « 
OCCUPATION: 




:00 " — 'OO 



2. Holding up one of the occupation pictures, present the 
fo'lowing narrative. 

My name is Liz Smith. 

I am 25 years old. 

I am a cook, 

I cook Chinese food. 

I work in a restaurant. 

The restaurant is on 1st Strwt. 

I work from 5:30 I».M. to 11:30 P.M. 



ERIC 
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8. Di^buteiHctawesof oiiamim jobstoea(^^dent. On the back 
of each picture is Infonnatloii edimtt duties, lo<»tion, address, hotixs: 

Sample: FHONT BACK 




dean ^les 
Main St. 

7:00 AM, - 3:00 1?M. 



4. The students describe tii^n^vesii^tlie picture and the infom 
ti<H» on the baek and using tiie same fonnat m tiie picture grid in 
steps X and 2. 

Karample: My nan^ is Samsock Ghittavong. 
I am 18 y€»B8 old. 
lamatnaOsoy. 
I dean tables. 
X in a restaurant 
The restaurant is <m Main St 
I wk from 7:(K) AM. - 3:00 ?M. 

• Forlowerle«el8,^exerdsecajbe j»raented gradually while tiie 
stwtents are laying Topic 9. Only part of the grid wiU be presented 
eadi class pertod. T^ie fin^ four it«ns can be presrated in 9.1 

and the last three in 9^. 

• Tape record the students* narratives, 'Ahe class can then listen 
and make corrections on pronunciation and grammar. 



IDEASUGCmOYBY: 

Abdul Gaai 
The Conaortium 
flyiaftg ^ IndoHtwia ttnd 



COMPETENCY: Indicate job 


9.2 




<EF>4«11) 


LEVEL: B.C 




GENERAL 




TECBNIQUE: Cbaisdes 





ERIC 



Objective 
Materids 



minute 



Student* c«n indicate pref^r^acet. 



None 



1. Atkimeftiidaittooos»f»tothelk<mtofti» dan and think of the 
job a/he wmnta in the U.S. 

1 TbedaMaikiliieitiuieitt: **Wbiildoyou«mittodo in America?" 

3. TlieatiMimitaetaottl^ejobandltiedttagiMaaeaUiestitdent'a 
pxo£Hreiice. 

4. When tlie^bhaa been gtt^sed,tiiedaMasl»tiieatu(tent: 
"Wh«» do ycm meat to work?** and **When do you want to woris?*' 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY : Indicate job 


9.2 


preferences 


(EF 16,18) 


LEVEL: D, F 




GENERAL 




TECHNIQUE: Use of Visuals: Eliciting 





Estimated Time 
Objective 

Materials 
Directions 



45 minutes 1 hour 



Students can distingui^ between skilled/unskUkd jobs and the 
different requirements for different types of jobs. 



Large want ads (see samples below) 

1 . Write sample job want ads on large pieces of cardboard : 

SAMPLE WANT-ADS 
SKILLED compare with UxVSKILLED 



Restaurant manager 
$90U/mo. 6AM -2PM 
Must speak Japanese. 


Busboy needed. 20 hrs/wk 
$3.50 tips 
Wed. ~ Sat. 


Secretary needed. Must 
type 60 words/minute 
$5.50/hr. 9AM-5PM. 


Hotel maids/janitors needed, 
morning 5AM-11AM; 
night 11PM-5AM $3.75 /hr. 


Ca^ier. Need fast worker 
for all-night grocery. 
$5.50/hr. 


Stockboy. $3.00/hr. 
Full-time days. 


Carpenters - Electricians 
House construction 
$8-$10/hr. depending on 
experience. Overtime. 


Construction labor needed. 
Road workers. Apply in person 
full-time overtime. 
$5.80 /hr. 


Truck driver — 
Delivery- person needed. 
Must know city. Split shift 
6AM-10AM; 2PM -6PM. $5/hr. 


Factory labor - unskilled 
$4.25/hr. all shifts available. 
Part-time and full-time. 
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Variations 



ERIC 



2. Post two of the ads (1 skilled and 1 unskilled) in &ont of the class 
and ask ti&e followit^ questions: 

Whidi job tak^ more exiMsribnce? 

(Whkfa job lequixes ntoxe expeiieaice?) 

Whidi job takes more skills? 

(Wh^ job requires mote skills?) 

Which job has better pay? 

Which job has better hours? 

Whidx job is harder? (eai^, more difficult) 

Whidi job h more int^esdng? 

Wfaidi job is more arable? 

Cue Hie questiims by writing key adjectives on the board if necessary. 

3. After the studmits have answered questions about the pairs of ads, 
ask eadi stiatent, **Which job b^ for you?** "Why?** 



The ^budente can write tl:^ own want ads l:msed on jobs they want 
in America. When l^ey have finished, they can work in pairs or 
small groups and ask each other the following questions: 

— What job do you want? 

— What experience do you have? 

— What are the hours? 

— How much ttie ps^7 

NOTE : The teacher ^ould help the students be realistic about the tyi^js 
of jot» they can expect initially in Uie U.S. 



12b' 
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IDEA SUGGESTED BY: 
U. Nilawati Hadi Santosa 
llie Consortium: 

Hie Exi^eriment in Intemational Living 
Save the Childxen Federation 

GaJang, Indonesia 



COMPETENCY: Indicate job 


9.2 




(EF 14) 


LEVEL: E 




GENERAL 




TECHNIQUE: Values Oarification 





Estimated Time 
Objective 

Materials 
Directions 



ERIC 



1 hour 



Students can ralate their past work experience with their future goals 
in Amerka. 



None 



1. 



Write the following qu^tions on the board: 

a. What was your occupation in (country) ? 

b. What kiiKi of job do you expect to get in the U.S.? 

c. Why do you think your education and job experience 

in (country) will b^ you get the kind of job you wani in the U.S.? 

d. If you are offered a different Wnd of job, e.g., manual labor, 
win you accept it? Why /Why not? 



Divide the students into pairs. The pairs take turns interviewing 
each other, asking the above qu^ons. 

3. Each student gives a short report to the cla^ on her/his partner's 
respond to the questions. 

4. Attex each student reports, ask for comments from the class. 
Then make additional comments, stre^g the concept of upward 
mobility and the need for stud^ts to be willing to take entry-level 
jobs even if they were professionals in tiieir own a}untries. 
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IDEA SUCX;ESTED BY: 

ESL Staff, 

The Consortium : 

The Experiment in International Living 
Save the Children Federation 
World Education 
Phanat Nikhom, Thailand 



COMPETENCY: 


Locate possible jobs 


13,1 






(EF~5> 


LEVEL: All 






GENERAL 






TECHNIQUE: 


Dictation 





EZAiiliiftllCii 1 IliHT 


15 


- 30 minutes 


Objective 


Students can understand day, date, time for a Job interview. 


Materials 


None 


Dtiecttons 


1 


riintrtf a rlttVfi Hfif^^i t'tmA<a fc%T £i irih flfinrttfit,ttw*tit 

«yiCM»ifr VMsiiiCs, viiiiini ivii ii juu i4|jp%iii>vijiK;xiif« 






Examples: Monday, S^lember 17th, 9 A-M. 






Friday, January 3rd, 3 P,M. 






Tuesday, June 16th, 10 A.M. 






TTiuisdcor, October 5th, 2 P.M. 






etc. 




2, 


The louden ts write down the information given. 




3. 


Ask the students the following questions after each day, date, 






and time has been dictated: 






What day is your s^ppointment? 






What date is your appointment? 






What time is your appointment? 






Advanced classes can ask each other the questions in step 3, 


Variations 


• 


Low level classes can be given multiple choice sheets with three 






dates for each dictation item. They ch^k the one the teacher says. 




• 


For upper level classes, read the dates as quickly as a native speaker 






would and only once unless the students ask for clarification. 




• 


To simulate a phone situation, fa<^ av^y from the students so they 






cannot see your lips. 



ERIC 
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IDEA SIK5GESTED BY: 
Josefa B. Gaftdula 

Xntomatimial Catholic Migration 
Commission (ICMC) 

Bataan, Hiil^I^nes 





111 


e,g.^ i^proadb person at wi^koite, 


(EF-5) 


oom^ dCN^ to vmtk. 


UEVEL: B, C 






TECHNIQUE: Di^<^ues 





Estfanated Tfane 
Objective 
Materials 
Directions 



30 minutes 



Stud^ts can ai^uroadi people to ask about possiUe jobs. 



NcHie 



1. Pres«it1iie following dialogue (See General Techniques: 
dkttogues); 

A: Hi, Hoa. 
B: HeUoltOC. 

A: Tm looking for a jot Where do you work? 
B: At Clark College. 
A: What do you do? 

B: I clem the floors, windows and tables in the classrooms . 

A: Do tj[iey have any o^nings? 

B: I'm not aire. 

A: What should I cto? 

B: Talk to my supervisor . 

2. After students have practiced the above dialt^ue, make substitutions 
for the ui»ierlined portions such as: 

- Pacific Lumber; cut the pa^; Yes; boss. 

- Joe's Restaurant; dear tabl^; Maybe; manager. 

- May's Motel; clean rooms; Itiiinkso; boss. 
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IDEA SUGGESTED BY: 
Moira Lucey 

American CouncQ for Natitmalities 
Serviced/Lutheran 
Immigration & Refiii^ Services 
(ACNS/URS) 

Hong Kong 





- ■■ — — ■ 


COMPETENCY: Locate possible jobs 


13.1 




(EF- 12) 


LEVEL: B, C 




GENERAL 




TECHNIQUE: Oiart Pattern Practice 





Estimated Time 
Objective 
Materials 
DirectioRS 



ERIC 



1 hour 

Students c^ locate possilde JobA. 
Box grid 

1. Draw tibte following gdd on tibte \xmd: 



(lob 



ftfr. Trim 



Cook 




Application 

tkmtt 

ID: 



2. Present the information orally by making a sentence for each box. 
The stiktents repeat the sentences. 

''Mr. Trsm is looking for a job. He is looking for a part-time job 
as a cook. He £s going to restaurants. He is filling out applications.* 

3. Write the sentence on the board as a modified cloze exercise, 
omitting key words: 

A. Mr. Tran is looking for a job . 

B. He is looking for a job as a 

C. He is going to . 



D. HeisfiHingout 



4. Erase key wcurds and numbers on the grid on the board and substitute 
names, hours, jobs, work places fxfxa the following stories: 

A. Mr. Thieu is looking for a job. He is looking for a full-time job 
as a Wag clerk. He is going to ofjKces. 

B. Mr. Ngo is looking for a job. He is lookir^ for a part-time job 
as a ^Ider. He is going to factor!^. 

C. Ms. Nguyen is looking for a job. She is looking for a full-time job 
as a housek^I^. She is going to hotels. 

5. Elicit sentence tmm the students as each grid is filled in. Once the 
grid is complete, the class or individual students can retell the stoi^. 
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IDEA SUGGESTED BY: 

Staff 
'nie Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

mianat Nikhom, Thailand 



COMPETENCY : Locate possible jobs, 
e^., approach person at worksite, 
convey desire to work 

LEVEL: C, D, E 

GENERAL 

TECHNIQUE: Role Play 



13.1 
(EF - 14. 18) 



Estimated Thne 
Obj^tive 



30 minutes 

Students can resd cla^ied ads and match ttieir own qualifications 
with those of available jobs. 



Materials 
Directions 



Help Wanted ads ^m a newspaper 



1. Ask each student to write down her/his own skills that might lead 
toajobintiie U.S. (This is a review of Competency 7.2.) 

2. Post a number of classified ads (mainly for entry-level jobs) on the 
class bulletin board. 

3. The students go to the bulletin board, look at the job ads and see 
if they qualify for any jobs that are posted. 

4. Students with the necessary qualifications write down the name 
of the job and the qualifications. They tell the class which job 
they are quaUfied for and why. 

5. Students without qualifications choose a job they would like, 
write down the qualifications and tell the class what qualifications 
they would need ba^ on the information in the ad. 



Variation 



After students have chosen a job, they can be interviewed by the 
class arKi asked questions such as, "Did you work as a (job) in your 
country?" "How long?" "What were your duties?" or "How can you 
get the necessary qualifications for the job advertised?" 



IDEA SUGGESTED BY: 
Qudinada S. Imbang 

International Coolie Migratktn 
Conunisslon (ICMC) 

Bataan, Riiiippines 



COMPETENCY: Locate possible jobs, 
^proach p€^r^n at worksite, 
convey demxe to worit 

LEVEL: D, E 


13.1 
(EF " 15.18) 


GENERAL 

TECHNIQUE: Role Play 





Estimated Time 
Objective 

Materials 
Directions 



ERIC 



1 hour 



Stiulents can k>cate |k^I^ jobs by asking Ibri^nds for information 
about tib^ jobs. 



Job infoxtnation cards {see sampl69 below) 



1. Explain that one way to find a job is to ask friends where they work, 
i«rfbat they do md if their companies have any openin^^* 

2. The studanits work tc^ther to make a list of questions they 
can ask their friends. 

Examples: Where do you work? 

What are your dutks? 
What is your job? 
What are the hours? 
What is the salary? 
Do you like woiidng there? 
Are th^ any openings? 

3* Write the questions on the fcK>ard; sfaidents practice asking them 
to the tether who takes the role of the friemi with a job. 

4. Divide the cla^ into 3 to 4 gmups. Each group has a leader, 

a better student ^o takes the role of the friend who will give job 
information to the job seekers (the other students). 

5. Each leader gets one of the following cards: 



Sett's Bakery 
Bakir 
SS.OO/fir. 
Bake bread, i^es 
7:00 A,M. ^ 3:00 P.M. 
Pnsvlouf experi^ce as t»aker 
required 



Bitrt Hestauram 

$3J3^r. iSometips) 
Ciea^i tables, carry food 
3:00 P.M. -11:00 P.M. 
expertmice required 



Jl 3^ 
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fffliiudfid 



6. Titeolli^itud^ineadigroupaskiheteaiierqu^ionssudias 
^ose ^tey U8t6d in step 2 aod niake notes (m the jobs. 

They dumld ask qtiestioiis to clarify any inftmnation they do 
not understand. 

7. tlielMKi»sth^ move to ^seccmd and ^Ovd groups (and fourth 
group). The students in eadi group ask questions to each of the 
leaders. 

& After aU gcou|» ham asked each tead^ the ques^ns, the students 
discuss ^K^iich jobs they prefor or are qualified for. 



Additkinal or different job cards can be given the students based on the 
baek®KHmds or qualification of tibe stoctents in the cls^. 



Oty High Sebool 
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IDEA SUGGESTED BY: 
Lois Piurdhom 
The Con»>rtiiiin: 

The Experiment in International Living 
Save the CSiildren Federation 

Galang, Indonesia 



COMPETENCY: Give relevant infor- 


11 3« 2 


mation ^vhen applying for a job 


iW K in* 


f ci/ci . A n 

Lcyt:.L: A, a 


UT - 5) 


GENERAL 




TECHNIQUE: Role Play 





Estimated Time 

Objective 

Materials 



Directions 



1 hour 



Sttkienta can give relevant information when applying for a job. 



Simplii^ job ^plteation (attadied) 
Pictures of entry 4evel jote 
Social Security numbm for each stud^t 
Cue cards ioi ^iifte« days, dates 



Preview with the stud^ts tmsic personal infonnation qu^ons 
and job pi^f^nce qu^tkms frcmi Competencies 1, 7 and 9. 



Jim 



Introduce new questi<nis using cue oEuds: 

A. What is your Social Security number? (Each student is given 
a card witih a Social Security number.) 



B. Can you work ni^ts/days from 8:(X} 
Cue eards can include the following: 



4:00? etc. 



8:00-4:00 



C. When can you l^gin? 

Cue cards can include the following: 



TUfiSDAY 



FRIDAY 



JANUARY 



etc. 



3. Give each student a simplified job application to fill out at 
her/his desk. 

4. While the students fill out the form the teacher calls each student 
individuaUy to come to a job interview. The followi)^ kinds of 
questions can be asked: 

— What is your name? 

— How do you spell your name? 
Where are you firom? 



ERIC 
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- What did you ^ in your cmmtxy? 

- How long did you work? 

- M ymi go to sdMxrf in your ooairtsy? 

- How long? 

- What kjhMio£j<rt» do you wimt?(ait«y-leTOi job pictures can be 

to slud^ti.) 

- Do you haire a Soc^ Security caid? 

- What is your Social Seeuriigr number? (Eadi stud^t has a card 

wiili a tnunt^*) 

- Ctoyonw«rki^iN58/*i«»fc«a8jOO-4:<K),^? 
(Hm cue cards can be uaed to help stutoti.) 

- Whencanyoub^? (Cue ciwfe can be i«ed.) 

5. After an stud^ts haw been intffltvtewed.revfew with tiieclaM 
any quftrtions that a munber of (rtudaata had diKkulty with. 



Variation 



Aft» an rtsstota hare had oral intewiews, ask one or two of the 
bett^ 8t«^tsto perfonn the intexview in frcmt of tiie dass. 
Tti^i aik ({uestioiM about that studrat, e.g., **Can s/he ni^ts?*' 
''What was h«/hia Job in her/his countey?" "When can s/he begin woit? 
''Whitt kind of job does s/he want?** 



JOB APPUCATION: 

( Sampte can be nmie €«sler or more difficult depending on level) 



NAMS 



LAST 



ADDRESS . 
ID ^ 



COUNTRY 



LANGUAGE 



NATIONALITY 

AGE — 



DATE OF BIRTH ^ 
PLACE OF BIRTH _ 
SEX: M 
MARITAL STATUS: 
OCCUPATION 

FROM 



EDUCATION: 
FROM _ 



FIRST 



MIDDLE 



F 

SINGLE 



MARRIED 

Dun^ 



TO 



YEARS 
TO 



NUMBER OP FAMILY MEMBERS 
JOB WANTED 
SIGNATURE 
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IDEA SUGGESTED BY: 

ESL Staff 

The Coni»>itiuin : 

The Experiment in International Living 
Save The Children Federation 
World Education 

f^anat Nikhom, Thailand 



COMPETENCY: Gh« relevant infor- 


13.2 


mation when applying for a job 


(UT - 1) 


LEVEL: A, B 




GENERAL 




TECHNIQUE: Dictation 





Estimated Time 
Ob^tive 
Materials 
Directions 



Variations 



30 minutes 

Students can read Social Security numbers. 

A card for each student with a Social Security number on it. 



1. Explain tluit areiyone needs a &KHal Security niunber in ordCT to 
work in the U.S. (This can be done throuj^ a translator.) 

2. Give each student a card with a Social Security number. The students 
can keep these cards to use in future job interview role plays. 

3. Ask each student: "What is your Social Security number?** 
The students respond with the numbers on their cards. 

4. As each student reads her/his Social Security number, the teacher 
or another student can write it on the board as s/he hears it. 
The student then sees if what the teacher or student has written 
is the same as what s/he has on the card. 



• As each student reads her/his Social Security number, the other 
students write that number. Students compare their work in small 
groups. 

• Using number cards, students work in small groups to put together 
the Social Security number called by the teacher. 
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IDEA SUGGESTED BY: 
BSizabe^ Tannenbaum 
tlie Consortium: 

Vae Experinsent in International Living 
Save the Childtai Fed^ation 

Galaog, Indonesia 



Estunated Time 
Ob^tives 

Material 



Directions 



ERIC 



426 



COMPETENCY: Give relevant infor- 
mation when applying for a job 


13.2 
(EF~ 1,9, 10) 


LEVEL: A.B,C 






GENERAL 

TECHNIQUE: Fladicards (Literacy Games) 



60-90 minutes 



Students can recognize m^t w<mU fear filling out a job af^lication 
and give xelevimt infonmition when allying for a job. 



An enlarged simplified apjdication form (s^ below) 

Sight wc»d cards (for jobaw»licaticms) 

Tape 

This is a review activity for larevioudy learned si^t words and personal 
informatiim quesUons Oiat are rdevant to a job interview. 

1. Post a large form including si^t words found on common job 
application f<^s: 



NAME 



FIRST 



MIDDLE 



LAST 



ADDRESS 



COUNTRY 



STREET 



CITY 



STATE 



NATIONAUTY 
ID NUMBER 
LANGUAGE „ 



DATE OF BIRTH 

PLACE OF BIRTH 

AGE SEX 



PREVIOUS OCCUPATION 

DATES: from to 



EDUCATION : NUMBER OF YEARS 



13V 



2. Use word cue cards: 



MINH 



NGUYEN 



VAN 



ZONE A, BARRACK 55 



GALANG 



IND(»4£^ 



VIETNAM 



VIETNAMESE 



35 YEARS OLD 



921-04-9976 



9-18^ 



3. I&ow liie aadi in xamioin order. Stod^ts call out the si^t word 
tiiat corresponds to the cue card: e.g., 



T shows 
cards: 



VAN 



COOK 



Students 
say: Mi<^ Name 

Students 

say: Occupation 



4. DistrilNite the word cue cards to individual ^dents. They come 
to tlie large fcsm ami attach the csds in the correct place. 
(With two sets of cards and two forms, this can be played as 

a coms^tition betwe^ two teams.) 

5. For B/C levds, give a ? card to Student 1 and one 

of IJie cue cards to Student 2 (or point to a si^t word on the form). 
Student 1 asks ^e question to Student 2 and Student 2 answers 
acco»iing to her/his own informatkm: e.g.. 



VIETNAM 



or 



COUNTRY 



SI : Where are you from? 



82: Vietnam 



In areas where students need practice, conduct a chain drill with 
the cards cueing the qu^tions so that sH students can practice 
asking and answering the questions. 

6. The swtivity ends with each student getting a copy of the form to fil! 
out individually. 
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Variations 



ERIC^ 



Make 3x5 eards mih the form words and the cue words. 
Students can work in tesem to matich the c»rdft. 

The students can play concentration (see Literacy Games) 
with the cue cards and slf^t word cards. 

As students fill <»it the implication toma at their desks 6), 
can individual students to c<»ne to an *Hntenriew.** Ask the questions 
to studaits individuaUy; they respond according to ^eir 
own information. 
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IDEA SUGGESTED BY: 

Nana Subama, Benny DaUas, 
Pet^ Po<xroe, Sfnrta Nai£^p|olan 

HieCcHxscMrtium: 

Hie Expenment in International Living 
Save Th6 Children Fecteration 

Galangf Indonesia 



a>MPETENC:Y: Give relevant infor- 


13.2 


mation yAi&ck appi^iiig for a job 


(EF- 




13, 14,23) 


UbVcJU: u 


GENERAL 




TECHNICHiE: Dy^ Game 





Esdmated Tniw 

Objective 

Materials 



Directions 



Variations 



ERIC 



30 minutes 



Students can give relevant information when applying for jobs. 



Decks of 24 cards (one deck for each 4-5 students) with common 
questions asked in a job interview on lialf of the caxds and possible 
answers on the other half (samples on other side) 



1. Prepare decks of cards with questions and answers common in 
job interviews. Divide the class into groups of 4-5 students. 
Give each group a deck of the cards. 

2. One student in each group is designated the dealer. S/he shuffles 
l^e cards and deals them to each student in the group. 

3. Student 1 puts down one question card from her/his hand and reads 
the question aloud. The student in the group with the answer to that 
question gives the answer and puts the answer card next to the 
question card. 

4. Student 2 puts down a question card and the game continues until 
all cards are matched. If a student has both the qu^ion smd 

the answer card, s/he puts down both cards and asks and answers 
the question. 



After the cards are matched, they can arranged in an appropriate 
otdex for a job interview. 

The questions can be written on the board, tiie answers on cards. 
The students in small groups look through the answers and match 
them to the questions on the board. 
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QU^nONS 



ANSWERS: 



WHAT t$ YOUR NAM£7 



WHERE ARE YOU FROM? 



WHAT WAS YOUR JOS IN YOUR «3UNTRY7 



HOW LONG DID YOU GO TO SCH00L7 



ARE YOU LOOKING FOR A FULL-TIME 
OR APART-TIME JOB? 



DO YOU HAVE EXPERIENCE IN THIS 
KINO OF WORK? 



WHY DO YOU THINK YOU CAN 00 THIS 
JOB? 



DO YOU PREFER WORKING WITH OTHERS 
OR BY YOURSELF? 



ARE YOU WILLING TO WORK OVERTIME? 



CAN YOU WORK NIGHTS? 



HAVE YOU SENT AN APPLICATION? 



TELL ME ABOUT YOURSELF. 



NAMSOKHOM 



CAMBODIA 



I WAS A DRIVER. 



i STUDIED S YEARS IN CAMBODIA. I 
LEARNED £NGLI»1 IN THE REFUGEE 
CAm IN INDONESIA 



I'M LOOKING FOR A FULL-TIME JOB. 



I OONT HAVE EXPERIENCE, BUT I CAN 
LEARN QUICKLY. 



I'M A HARD WORKER AND I LIKE TO 
WORK WITH MY HANDS. 



I PREFER TO WORK WITH OTHERS. 



YES, I CAN WORK OVERTIME. 



I'M SORRY. I CAN'T WORK NIGHTS. 



YES. 1 SENT AN APPLICATION LAST WEEK. 



I HAVE BEEN IN THE U.S. FOR 2 MONTHS. 
I AM MARRIED AND HAVE 3 CHILDREN. 
I'M STUDYING ENGLISH AT NIGHT. 



erJcwo 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in Internationa! Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Get information 


13.3 


«li(^Ulir CI JOP 


(EF- Jl. 21) 


LEVEL: B, C, D. E, 




GENERAL 




TECHNIQUE: Dialc^e 





Estimated Time 


1 hour 




Objective 


Students can get information about a job during a job interview. 


Materiah 


None 




Oirectfom 


1. Explain to the students that after a suce^^ job mtmiew, 
the sqpfdic^t can ask i^e proi^>ective employer questions about 
salary* hours, and benefits if this information has not been given in 
the interview. 

2. Preset the following questiiHis in ^e form of a dialogue (see General 
Tedmiques: dialogues): 




B 


A: (interviev^r): Td like to offer y<Mi a job as a janitor. 

B: (i^pUmit): Thank you. I ask you a few questions? 

A: OfcoufM. 

B: What^myhoun? 

A: From 4 P.M. to midnight. 

B: What is the salary? 

A: $3.75 an hour. 






B: How mvich v£K:ation is there? 

A: 10 days a y€^. 

B: How many sick days are there? 

A: 1 sick d£^ for every month you work. 

B: When can I start? 

A: On McNnday. 




3. The students practice askii^ you the questions. As you answer ttie 
questions, the students take notes on the answers. Then check 
comprehension by asking the questions in random order to the 
students. 




4. Repeat the dialogue several times with various responses.. 



ERIC 
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IDEA SUGGESTED BY: 
SSL Staff 
TheComcMtiiun! 

Tlie Experim^t in intemationid Living 
Save The Qiildien Federation 
W<»id fidiumtion 

I^ianat Nikbom, Thafland 



COMPETENCY: Get information 
about a job 

LEVEL: C, D 
GENERAL 

TECHNIQUE: Role Play 

Pass and Switch 




EstfanatedTbiM 

Ob^tive 

Materials 

Directioiis 



30 minute 



Students can get information about job b^efits during a job interview. 



Jobcaitb (i^ samples bdow) 



1. 



2. 



PrepjEoe a <»ud fw ^wfa pair of students gKring information about 
tiie type of job, salary, hours, and benefits. Th^ can be taken 
from clarified in a i^wspaper and shoukl reflect the types of jobs 
the rtt»ients can exp^ to find. 

Write ^ fdk»wing questions on tiie board: 

— Whatlsthe job? 

— What is the salary? 

— What are the hours? 

— WiMit axe the befits? 

Stu<^ts axe divided into paixs. One stud^t in each pair is givc^ 
a card with ttie name of the job. salary, hours, and benefits. 
This student is the employer. The other student asks the questions 
^t the teacher has written on the board. This student is t^*e pro^>ec< 
tive employee. 



Eadi pahr of stu^nts excha^5«9 cards with anotiier pair, 
within tmAi pair exchange roles. 



Students 



SAMPLE CAEDS: 



BUSBOY 

S PJ«. - 11 P.M. 
No bcnflfits 



JANITOR 

$4M/hr. 

3 P.M. - 11 f .M. 

7 days v«c*tkm/yr. 

1 sid(day/mo. 



FILE CLERK 

$67S./nio. 

8:30-^4:^ 

12 days vacatlon/yr. 

12 tide days/yM^ 
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IDEA SUGGESTED BY: 

Soita Naini^olanf Nana Subama, 
Benny Dablas, P«ter Pooroe 

The Comoitium: 

The Experiment in International Living 
Save the Cfaildten Fetiexalion 

Galang, Indonesia 



COMPETENCY: 


Get information 


13J 




about a iob 


(EF - 16) 


LEVEL: D, E 










TEOINIQUE: 


Nazrative 





Estimated Time 
Objective 

Materials 
Directions 



Variations 



30 minutes — 1 hour 



Students can understand a reading passage about job beneHts and can ask 
and answer qu^tions about th^ passages 



Reeling passages (see other side) 



1. Pxei^ie several re»£ung comprehaimon pa^i^ about joi» giving 
information on salary, hours, and benefits. 

2. Give each student a copy of the pa^a^. 

3. Read the passage akmd as the s^idatits follow or the students 
can read the parage almid themseWes. Explain new or difficult 
vocabulary or ask stud^ts to explain the words to ^h other. 

4. After the stiKients understand the pa^e, ask each student to write 
two qu^ons based on the passage. As the students are writing, 
walk around the room, helping as needed. 

5. Stuctents are divided into two groups (Groups A and B). One 
studtent from Group A asks a question to one student in Group B. 
If the student in Group B answers correctly, Group B gets a point. 
If th6 answer is incorrect, the oth«r stiklents in Group A can try 
to answer the question . 

6. A student in Group B then asks a question to a student in Group A. 
The questionic^ c<Hitinues, alternating between Group A and Group B 
until all stuctents have had a chance to ask a quesOon or untU the 
questions begin to be repetitive. Stop the questioning at any time 

to help students correct pronunciation or grammatical mistakes. 
Peer correction should be used as much as possible. 

7. P.e)E^at the above steps with a second (and third) passage. 



Read the passage, and students can listen without the text. 

Give the passives as die ia lions or as cloze exercises (See General 
Technique: disappearing dialo^uesf. 
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SAMPLE REAIHNG PASSAGES 



PASSAGE X: 

MinhNguyen workedasamechaakforSyeaisin^^ti^ He ^^lUed yesterday 
fof ajob fisa mechank: at Jo8*s Gas StaM<m. 'Hie job iiays $10.50 per hour. 
He wm wosk from 9-5 MocMUty to FtMay. He gBta overtime imy if he works on 
the weekends. He gets 3 we^ vacation a year and be also gets health 
instrnmce. 

PARAGE U: 

Lee Pao has a partrtime job in a restaurant. He w<»rks fr<»n 4 P.M. to 10 P.M. 
as a dishwadi^. He gets $3.80 p@r hour. He doe^*t get any benefits. When Lee 
is not w(»kmg, he studies m tiie 12th grade at Bayvtew Hi^ Schod. He wants 
to go to coU^ yeat. 

PASSAGE m: 

Mam Moua i^fdied j^cnr a jdb at an decfnmies fyxxta^. She wiU ^mk <m the 
ass^nbly line. The job is <mi the nig^it shift, from 10 P.M. to 6 A.M. Thesalary 
a $3.75 an hour. B«^fits indude l^th insirance, 12 days v»»^n per year 
and (»)e sick day per month. Her hiaband wc^ks durii^ the day as a busboy 
at a lestaurant. They will ^lare child care duti^ for their three small dUldren. 



145 



IDEA SUGGESTED BY: 

Yu wan tana 

The Consortium: 

Hie Experiment in International Living 
Save the Childien Fedksration 

Galang, Indonma 



COMPETENCY: Employment 


13 




(EF - 16) 


LEVEL: C, D, E 




GENERAL 




TECHNIQUE: Song 





Estimated Time 
Obfective 
Materials 
Diiectiom 



ERIC 



^ minutes 

Students relax by singing a job-related song, 
Copi^ of aot^ **Vm Minh Gets A Job'* 



1. Give each student a copy of the song and introduce it by 
singing it to the students or by playing it on a Uipe recorder 
if availal^e, 

2. Model each line of the song. Have students repeat. 

3. Explain any new vocabulary or structural points or have students 
explain these to each other. 

4. Sing the song again line by line and have the students do the same. 

5. The students and teacher sing the entire song together. 

6. Substitute other jobs or duties for those in the song. 

Song: "VAN MINH GETS A JOB" 
(Tune: "WHEN JOHNNY COMES MARCHING HOME") 

When Van Minh is in the U.S.A. he will find a job. 

He will look for a job as a cook because he can cook, he can cook. 

He will work from morning until night 

Before he gets his salary. 

And he will be happy 

When he has got his pay. 
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IDEA SUGGESTED BY: 
Maxjorie Sutton 

International Catholic Migration 
Commission (ICMC) 

IBataan, Philippines 



COMPETENCY 


: Follow instructions 


18.1 




on the job 


(EO - 7> 


LEVEL: All 






GENERAL 






TECHNIQUE: 


Total Physical Response 





Estimated Time 


45 minutes 


Objective 


Students can follow common safety warnings and instructions. 


Materials 


A pole or tK>ard 3-4 feet long 
A blindfold 
2 ' 3 large boxes 

Signs: DANGER, NO ADMITTANCE, DO NOT ENTER, 

LOW OVERHEAD, WATCH YOUR STEP 
A visual of a building on fire 


Directions 


1. Introduce/demonstrate the following safety warnings: 




a) 


♦♦T rtrtlr rtn*f" ••M<»wf" •Hatfxnt" ''Wflt^'h rtiil ' " tw havttifi lhc> 
JjOOK OUv: ney; owp! v»«w.n uut. «y imviii|i u«i. 

students carry stacked boxes toward a table or other obstruction 
or by having them wear blindfolds and walk tovirard tlie wall. 
Shout the wamii^ when they are about to hit the table, 
obstructions or wall. 




b) 


"Head up!" by having the students look down; then shout 
the warning while ^multaneously throwing a paper ball into the 
air over the students' heads. 




c) 


"Duck!" by taping the ^ht word "LOW OVERHEAD** on a 
3-foot pole or board and having 2 students hold it at shoulder 
height. Shout the warning as a blindfolded student walks toward 
the pole. 




d) 


"Watch your step!" by taping ^t word, "WATCH YOUR 
STEP" to a 3-foot board and putting it on the floor. 
Shout the warning as a blindfolded student walks towards it. 




e) 


"Dont go there!" "Get out of there!" by posting signs, "NO 
ADMITTANCE" "DO NOT ENTER" "DANGER" on the door. 
Shout the warning as a student enters the door. 




f) 


"Fire! " by showing a visual of a burning building. DemonstraU» 
by looking first and then walking quickly to the door. 



ERIC 
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For high^ levels, model the warning first, and students can then 
practice ^ving the commands. A large manila paper depicting 
a person shouting with tmbhlea can be posted. As wamiupaze 
demonstrated, they can be written in the bubbles and students can 
copy them. 




This activity can be reviewed in subsequent lessons by creating poten- 
tially hazardous situations in the classroom or by calling out safety 
warnings at any time. 



14« 
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IDEA SUGGESTED BY: 
Center for Applied Linguistics 
Manila, Philippines 



Estimated Tin^ 

Objective 

Material*! 

Directions 



Variations 



COMPETENCY: Follow instructions 


18.1 


on the job 


(EO 1.4. in 


LEVEL: All 




GENERAL 




TECHNIQUE: Total Physical Response 



Er|c38 



30 minutes 



Students can follow instnictions and show iinderstandii»g. 



dassroom objects 

Colored pieces of paper and i)enciU 



1. Give each student or group of students oral <liR»cUons consisting 
of several steps and ask them to complete the task. (For low 
level classes, demonstrate the tasks before the students do them.) 

Example: Take a piece of blue paper, a piece of yellow 

paper, and a piece of white paper and fold them 
in half. 

Take three long green rods and two short orange rods 
and put them on the table (use ''cuisenaire" rods). 

Take all the pencils, count them, and then bring them 
to me and tell me now many tiiere are. 

Collect all the bool», write the date in each one, 
and letum them to their owners. 

Take all the chairs and put them in three rows of 
five each. 

2. Before students perform the assigned tasks, they use expressions 
that show understanding such as: 

OK. 

Fine. 
Sure. 
All ri^t. 

• For upper level classes, siudenU can give directions to each other. 

• For lower level classes, the directions can be broken into two steps. 
Students express understanding after ^h step. 

Example: A: Please count the books and write down the 
number. 
B: OK. 

A: Put them on the shelf when you're finished. 
B: AHri^t. 



IDEA SUGGESTED BY: 
M^orie Sutton 

international Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY 


: Follow instructions 


18.1 




on the job 


(EO - 11. 16) 


LEVEL: C 






GENERAL 






TECHNIQUE: 


Total I^ysicai Response 





Estimated Time 


30 minutes 


Objective 


Students can follow instructions on the job. 


IVintenals 


A pocket chart with numbered pockets 




A spinner board with the ^une numbers as tih<^ on the pocket chart 




Numbered command cards to go in the pocket chart (see examples below) 




Items: teroom, bucket, tra^ paper, rods, dust ck>th, boxes, etc. 


Directions 


1. The class is divided into 2 teams. Each team works in pairs: 




a boss and an employee. 




2» The **boi^^^ from Team 1 spins a number, S/he pulls that command 




card from the numbered pocket chart and reads the imtd to the 




•'employee/* If the employee can resfx^nd correctly by following 




the instructions, Team 1 wins a point. 




Example: Stack the tMxes. 




Carry 2 chairs outside. 




Count the boxes. 




Clean the table. 




Empty the bucket. 




Sweep the floor. 




Put the tra^ outside. 




Get rid of the box^. 




3. The game continues until all have |:^Lrtdcipated« 




The team with the most points wins. 



ERIC 
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1 Rin 



IDEA SUGGESTED BY: 
£^L Staff 

Intjwnational Ca^olic Migration 
Commission (ICMC) 

Bataan, Philippine 



Estimated Time 



Objective 



Directions 



ERlCio 



COMPETENCY: FoUow imtructicMis 


IS.I 


aci the job 


(CL~ 13, 17) 


LEVEL* C D E 




GENERAL 




TECHNIQUE: Repetition Drills 




Total Physical Response 



45 minutes 

Students can confirm underst^ding of insferucti<Mis and follow 
instructions. 

A varied of dlassiooro ol^ects dii^lasred on and around the teacher's desk 



1. 



2. 



Using objects di^layed in the front of the room, instruct different 
students to perform various tasks. However, ijefore the students 
actually follow the instructions, they practice asking for clarification 
by paraphrasing the instructions in the form of a question. 

Example: Tes^her: San. 

San: Yes? 

Teacher: Please take the green ruler and put it 

on top of tibke bookshelf. 
San: You want me to take the green ruler 

and put it on the Ixiok^elf? 
Teacher: Yes. 
^: OK. (performs task) 

TeachCT fiien giv^ a seri^ of instructions to individual students. 
Before students follow the instructions, they ask for repetition and 
thea paraphra^ as in step 1. 

Example: Teacher: San. 

San: Yes? 

T^her: Move the boxes to the comer, take the 
books to Khan's desk and then write the 
time on the board. 

San: I*m sorry, could you please say that again. 

Teacher: Yes (repeats instructions) 

San: You want me to move the boxes to the 
comer, take the books to Khan's desk 
and then write the time on the board? 

Teacher: Yes. 

San: OK. (performs task) 

NOTE: This activity can also be used for Competency 1.6: Express 
lack of understanding and ask for clarification. 
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IDEA S'JGGESTED BY: 
John Potter 

L>utheran Immigration and 
Refugee Sewices (LIRS) 

Hor^ Kong 



Estimated Time 
Objective 

IWiaterials 



Directions 



COMPETENCY : 


Follow mstructtons 




18.1 




on the job 


(EO 


~ 10,U; 






CL 


7,11,15) 


LEVEL: D,E 
GENERAL 














TECHNIQUE: 


Total I%ysical Response 





ERIC 



60 minutes 



Students can follow mstnictions on the job, ask for clarification, 
and conuntmkate ta^ conyiktion. 



Of box€^ of naUs, scxews^ nuts and cdbied b^ds of various sizes 
(BoK^ can ateo be of various colois; some empty box^ should be 
included d^^i^oKl&ig on the tasks given below«) 



1. Divide the class into 4*^ etoup^ and seat th^ around tables^ 
Each gto\xp is given a box of ob^cts and some empty boxes. 

2. Explain that you will play the role of the supervisor and the students 
will play the role of the employe. The students must perfcmn the 
various taskSf check to see if thc^ are performing tasks correcUy, 
and inform the sujwrvisor wh^ they have completed the tasks. 

3. The following language samples can be introduced or reviewed : 

•*Is this right?'' 
•♦Am I doing thisri^tr* 
"Please check thk for me.'* 
"Should I ^ojA/s? " 
"Like this?'' 

**What do you mean b y sort ? 

(qp^ntion) 

♦*I*m finished/' 

**What should I do next?'' 

4. Give different instmctioi^ to each group and set a time limit 
(5 minutes), e^.. 

Put all the nails in a can, all the screws in a box, all the nuts over here. 

Sort all of them according to si^e and label (small, medium, large). 

Sort out all the ones that look Uke this (show one). 

Sort these l#y color, count and write totals. 
Etc. 

5. Circulate among the groups asking, "Do you understand?" 

"Show me . and encouraging students to ask for 

clarification of instructions. 
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6. If a group finishes before the time Umit, students must inform the 
supeivisor and ask her/him to dhecktiidr work- Ifwc^is 

done iniwrrectiy, the supervi^ ^owB the efK» and tiie task must be dose 

again. 

7. whai the ti«» Umit is up, the mipervisor checks ttie work of all 
groups b^ng siwe to give compliments/««>pro¥aI for «arect com- 
pletion. 

8. Rotate the tasks for further practice unta an groups have performed 
all tasks. 



Variations 



TiBks can be ass^ned in wri^, with no oral instructions. 

D^iibaately und^, ^rt, ox rapkl inj5rtaruct«M)s can be given to f<m:e 
studmits to 9sk tos clarification or confirmation. 

Aft«r tseks have been performed, a discussion can be h^d on the 
possible consequ^c^ of not following instructions carefully, not 
asking fbr clarification, or not telKng the supervisor wh«j task 
is completed. 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
Woiid Education 

Phanat Nikhom, Thailand 



COMPETENCY: Give explanations for 


18,2 


Gtr^W Di^H^ Isit^ftAiiis uHKf^fic^ inifitiik^^ 

3|W XVl 11? Afil%^lX1&9«l^ i#MOl71lv>«?f Aj|li9MI%A^^79 


<EO-14. 18.20) 


LEVEL: C, D 




GENERAL 




TECHNIQUE: Oral Dialogues 





Estimated Time 



Objective 



Materials 



Directions 



Variation 



ERIC 



1 hour 



Students can give explanations for iilnm, a$k for ^e day off, 
or ask to change working hours. 



None 

1. Divide the class into small groups and presi^t the following 
dialc^ues Geiaral Techniques: oral diaiogues). 

Sample Dialc^^: 

Calling in i^ck 



A: (secretary): Hello* Watergate HoteL 
B: (employee): This is 



Vm very sick today 



and I can't come to work* 
A: Who is your supervisor? 
B: Mrs* Sullivan* 
A: All right* Vl\ tell har* 
B: Thank you. Ill try to come tomorrow. 

Asking for a day off (D*£) 

A: Excu^ me, Mj^. Sullivan, Vd like to take Friday off because 

I haw to take my cousin to l^e hospital. 

B: Car/t someone else take him? 

A: No, Tm sorry. He can't speak English very well* 

B: Do you have to take off tie whole d^^? 

A: May s:^ I can come back in the afternoon* 

B: AU right* 

Asking to change working hours (D-E) 

A: Excuse me, Mrs. Sullivan* Pd like to change to the day shift 
if po^ible. 

B: Well, Kao, the day shift is full right now, but HI let you know 

if we need someone. 
A: Thanks a lot. 

Use various dialc^e techniques including disappearing diidoia^cs, 
line-gram dialogues, written dialogues, scrambled dialogues. 
(see General T«:hniques). 
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IDEA SUGGESTED BY: 
Center for AppU«i Lii^uistics 
Manila, Philippines 



rYlMPirt^l? • flit fitntifltinnft fni* 


IO.4S 


ssckne^ latent aosence, mibitak^ 


(EO - 19) 


LEVEL: C, D, £ 










TECHNIQUE: Role Way 





EsttoatedTlim 
Objective 

Directions 



Variation 



30 mi n iitrf^ 



SlAtdents can xepoxi a ]»oblem« 



None 



1. Ptes^t the foKowii^ dklogue: 

A: XiK>iildn*t8we^tliefioar. 
B: Whyn<it? 
A: No broom. 

2. Assign ^udaits to diff^ent work^tes, and they jriay a problem. 

Kxan^le: Truck Rei»k Shop 

A: I coukint the truck. 
B: Why not? 
A: No parts. 

I couldn't dean tiie room, 
iron the shirts, 
change the tire, 
wax tilie floors. 

For low level classes, give a picture-word cue of what is missing. 



During a regular classroom task , the teacher can make sure that there is 
a problem, sudi as not enou^ equipment or material. 

Example: No li^t or not enough space to perform the task. 
Students must rep<»rt the problem. 
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iOEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Expeximent in International Living 
Save the Qiildbren Federation 
Woxld Bkiucation 

I%8nat Nikhom, Thailand 



COMPETENCY: Give explanations for 


IO«4i 


e^olmocfi lo^AvtAes oWtion^vA fMief'^lrAC 
IMV HiiiCSB^ MilvcmSKtf (ULl9dIW| QlBHicltVl^ 


(EO- U, 




id Ift IQ "^Al 
lo, Zv| 


LEVEL: C. D, E 






GENERAL 




TECHNIQUE: Role Hay 





Estimated Time 
Objective 
Materials 
Directions 



ERIC 



1 hour 



Studoits can give explanations for absence from work. 



Si^satitm ouds (see below) 



1. Divide the class into groups of 2-3 students and distribute one of 
tiie following dt^sttions written on cards to es^ group. 

a) CaUycmrwfxrkpbuce and teUtiiem you cannot come in today 
b»»u% you are sick. 

b) CaU your work pIiKie and tell them you will be late today 
becmise your car won't start and you rou^ taJce the bus. 

c) Ask your b<^ if you cm take tomorrow aftemocm off because 
you have to take yotir son to the doctor. 

d) Tdl your supervisor you tihink you've made a mistake on your 
job. Ask him/her to check it for you. 

e) Tell your supervisor you have to take a physical exam. 

Ask if you can change your work hours so you won't lose pay. 

f) Ask your supervisor if you can work overtime to JKnish your 
assigned job. 

g) Tell your supenrisor you feel sick. Ask if you can go home now. 

2. Students <»n work in pairs or small gn)U{» to prepare dialogues 
based on the above dtuations. 

3. Students tiien present their role plays to the class. 
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IDEASUCXJESTEDBY: 
Center for Applied Linguistics 
Manila, Philippines 



COMPETENCY: Converse with fellow 


!8.3 


employees, e.g., about famii^, 


iSO - S. 17) 


xecxea^n, weather, traffic, news 


LEVEL: B,C 




GENERAL 




TECHNIQUE: Oiaai DriO 





Estimated Time 
(native 
Materids 
Dkections 



30 minutes 



Students can wmverse with co-work«fs. 



None 



1. Di8caisswi<iitt«stuii^t8ttJe kinds of questions 

th^ are likely to be ^ed by their co-workers on the job. 

2. Randomly adc these qu^tions to the ^dents. The students should 
r^pond approi^ii^ly. 

Po^ble ^i^iom: 

— Wh^ are yi»i £rom? 

^ How loi% have you be^ here? 

(or when did you come to the U.S.?) 
" What is y<mr cotmtxy like? 

- Do you like it her; (intiieUA)? 

- Is it cold in your country? 

(or any que^n about weather) 

— Is your family hOTe? 
etc. 

3. Using a chain cMil (see Genaral Techniques), SI asks S2 a typical 
question about background. S2 r^ponds api»opriately and then 
asks S3 a different qu^on about background, etc. 
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IDEA SUGGESTED BY: 
Center for AppHed Linguistics 
Manila, Philippine 



COMPETENCY Conv^nse with fellow 
employee, e^;., about family, 
recreation, weather, traMc, news 


18.3 
(SO -21) 


LEVEL: 3, C 






GENERAL 

TECHNIQUE: Dialogue 





Estiniated Time 
Objective 
Materials 
Diiections 



ERIC 



30 minutes 



Students can converse with co-workers. 



None 



1 . Ask stud^it: **What's the weather like?** 

2. The student answ^ with any ieq}i»oprk(te expretdon: "It's hot' 
(or rainy, coki, etc.) 

3. Ask: ^'So tdiat are ymi going to do after class." 

4. Answer s^jpn^fxriately, accoxdii^ to tJra w^d^^. 



Examples: T 
S 
T 
S 

or: 



What's the weather like? 
It's mce. 

So what are you going to do after class? 
I'm goU^ to take a walk. 

It's raining. 

I'm going home and read a book, 
etc. 



5. Introduce the following dialogue, and students practice in pairs. 



SI 
S2 
SI 
S2 



It's really hot and humid today. 

It sure is. I'd like a cold drink. 

I'm going to go home, take a cool ^wer, and relax. 

That sounds ipreat! 



NOTE : Encourage students to change the weather during the role play, 
but remember tiiat the dialogue rt^onses must also change 
appropriately. 
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IDEASUGGESI^D BY: 
C^ter for ^pUed Linguistics 
Manila, BiiUppines 



COMPETENCY: Ccmvesse with fellow 
employee, e^;., about faoiUy, 
xecreation, weather, traffic, news 


18 1 

ISO ^ lU 


LEVEL: B,C 






GENERAL 

TECHNIQUE: Rote Way 





Estlmaled Time- 
Otyective 
Materials 
Direction 



30 minutes 



Students can converse with co-workers. 



N<H16 



1. Elicit fhwn the sfciKterta what tiiey think aie common weekend 
Mattes hi ^e United Sial^. A disewBton foUows. 

Example: j^c^^ing (grocery, ctothing) 
movies 

invi^ fri^ids home for dinner 
cteanhig house (doing tatmdry) 
^ingtoaparty 

sts^ing home and watching TV (reading a book) 
vi^Mng relatives 

2. In pairs, students can role play short diak>gues about their plans 
for the weekend. 



ERIC AS 
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IDEA SUGGESTED BY: 
ESL Staff 

TheComortiur.!: 

The Experiment in International Living 
Save tkiB Children Federation 
World Education 

i%anat Nikhom« Thailand 



Estimated Time 


45 minutes 


Objective 


Stud^ts can conviase witib co-workers. 


Materials 


uiaiogue stnps (see oelow) 


Directions 


1. Write 1^ following dialogues on str^s of papa:, one line strip. 




Students are divided into groi^js and given a set of dialogue stri^. 




They work together to init i^he bxm of the diak^e mto fJhte proper 




oidm. 




Dialogue 1: 




Is this your house? 




Yes. llianksfortherkjie* I really appreciate it. 




You*re welcome* We Imish work at the same t^nie, so I can bring 




you home every d^. 




That would be great. 




Do you go to work at 8 in the morning? I could pick you up, too« 




Tbanlto a lot, but I start at 7* 




Dialc^e 2: 




I like your haircut. Wxete did you get it done? 




A £diend of mine did it for me. 




Ik) you think he could cut mine? 




I don't know, ask him and let you know at work. 




I won't be there for the next two weeks. I'm on vacation. 




Oh. Ill call you when I find out. 




2. When finished, student pairs present their dialogues to the class. 
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COMPETENCY: Converse wifii feUow 
employees, e.g., about family, 
reaction, weath«»r, trafHc, news 

LEVEL: C, D, E 

GENERAL 

TECHNIQUE: Scrambled Sentences 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The ExpCTiraent in Intemationia Living 
Save the Children Fedemtion 
Worid Edu(»tion 

Phanat Nikhom, Thailand 



COMPETENCY: Converse with fellow 


18J 


employees, e.g., about family. 


(SO - 2\) 


recreation, weather, traffic, news 
LEVtL: D, E 




GENERAL 




TECHNIQUE: Role Play 





Estimated Tiiiw 
Ob^tive 
Materials 
Dilutions 



1 hour 



Students can convene with co-workers. 



ft 



A sign **CAFET£RIA 



1. Write the foUowing topics on the board. Using the sample questfens 
(and others the t^icher and stiulents can suppfy), practik^ a ^<nt 
conversation on each topic with the class. 

Weath^ 

How's the weather in Cambodia? 

Is it hot all tiie time? 

Tkm it rain a lot? 

Do you like tite w^tther here? 

Life in the Refugee Camp 

How long did you stay m the camp? 
What was your house like? 
Did you have enough food? 
Were a lot of peopte sick? 

Education 

Did you go to school in your country? 
How long did you go to school? 
Are you going to school here? 
What are you studying? 
Do you like school here? 

Escape from Own Country 

Why did you leave your country? 
Do you want to go back again? 
How did you escape? 
Vfas it dangerous? 

2. In p^, the students then role play the '"refugee" and the 
"American" co-worker having a conver^tion. The pair chooses a 
topic and rote plays a convereation as Uiey enter the cafeteria 

of their worksite. 

For further practice, partners can switch, choose different topics, 
and repeat the role play. 



ifii 



Food 



CXJMPETENCY COMPETENCY NUMBER 

Desf^be io^ i^eds 4.1 

D^cribe food prefejtences 4.2 

Select and pay for food within a 4.3 
aettuig familiar to a Southeast Asian 
refugee, i.e.y price, quantity 

Locate food items 8.1 

Select food, i^., price, contains, size, 8.2 
quantity, fit^ness 

for food, e^, c^, change, cou{K>ns 8.3 

Locate pteces to buy food 8.4 

Order food, e.g«, at a snack bar, 17.1 
restaurant, fast food 

Act appropriately m a guest/host • 17.2 

Store focd property 17,3 

Prepare food 17.4 
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IDEA SUGGESTED BY: 
Ucok Al Yustian 
The Con^ftium: 

The Exf^hment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: Describe food needs 


4.1 


LEVEL: AU 




GENERAL 




TECHNIQUE: Bii^o 




Chanting 






1 II-.M..,P ■■■ 





Estimated Time 


30 minutes 


Objective 


Students can practice saying the names of common fcwds with 




the proper intonation. 


Materials 


Bingo cacds (see sample with pictures on other side) 




Game dhips 




Picture cards of various food items (»une as those on bingo card) 




This game, a variation of ordinary bingo (see UtersKry Games), 




stressfifl the eorrect intonation and nronunciation 




for food v<Mabulary. 




1. Have the students hum the tune tor *'Auid Lang Syne. (The tune 




should already be familiar to many of the students.) 




2. Review the names of the food items on the picture cmds. As the 




teacner noicis up a piciure caru^ cne swoenis cnant we name w 




the tune of **Auld Lang Syne/' 




3. 'DistrilHite Bingo cards. For low level classes the cards ^ould have 




picture of food items. Hi^er level classes can write in names of 




food itBim in random order on a blank card based on a list of t. 20 




names written on the boards (This ai^ures an individual card for each 




student.) 




4. Hold up a pk:ture card of a food Item* The students chant (to ^'Auld 




Lang Syne'*) the name of t^e food item while finding it on their 




<^UEdS. 




5. This cont^ues imtU a student says, ''Bingo.** 


Variation 


The students play regular bmgo without the chanting. 



ERIC 
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IDEA SlK3GESm> BY: 
Daniel Ruaxto 

Commis^m (ICMC) 



CX»i^I^CY: Descdbe food needs 


4.1 




(SH ~ 2« 14) 


LEVEL: C.D 




GENERAL 




TECHNIQUE: C^oiq^b^ 





Estimated Time 

Objective 

Materials 



15 minules 

Statets can d^esibe various food items. 
8x5 aoiii wiHi namei of ammum f ootte 



1. SMiMimtisgiv^ai^ wititthenameof afooditem. 
(see G«i«tal Techniques; groupings) 

2. The stwi^t must describe thi^ item to the cla» until the class 
guesses the item. 



Sample: 



LEMON 



SI: It's round. 
It's sour. 
It's yellow. 

Ss: Lemon 



ERIC 
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IDEASUGC^TEDBY: 

International Catholic Migration 
Commission (ICMC) 

Bataan, Biilippines 



COMPETENCY: 


Descjribe food needs 


4.1 






(SH - 2, 22) 


LEVEL: C.D 






GENERAL 






TECHNIQUE: 


Categories 





Estimated Time 
Otr^tive 

Directions 



15 minutes 

Stud^ts can idmitii^ fo<Hl items by cat^ory. 



1. Say tlie names of 4 food items. Thiee of ^e items into a food 
category. One does not fit. 

2. Students tell iHiidi item does not fit. 
Samptea: 

1. oMdge, banana, milk, 

2. chickoa, pork, beef, rice 

3. bread, butter, cfaee^, milk 



(students say, MILK) 
(students say, RICE) 
(students say, BREAD) 



3. For more i^lvanf^ daises, s^daits can give the r^ison why the 
particular item do^ not fit in the category. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Coxisorthim: 

Ph^^ Nikhom, Thailand 

VARIATION SUGGESTED BY: 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



Estimated Time 
Objective 
Materials 
Diiections 



Variations 



COMPETENCY: Describe food 


4.2 


preferences 


(SH - 2) 


LEVEL: All 




GENERAL 




TECHNIQUE: Vocabulary Game: Going to 


Grandma*s 



20 minutes 

Students can describe food preferences of self and others. 
None 

1 . The class sits in a circle. 

2. Student 1 says, **I Hke^^ " 

3. Student 2 says, like eggs an d rkv , " 

4. The following students continue with each stuuent naming all the 
pievious items and then adding his/her own. 

5. The final person is the teacher who must remember all the items. 



For advanced classes, the game can be played with food items in 
alphabetical order: like apples, bananas, cheese, etc. If a student 
cannot think of a food name starting with the next letter of the 
alphabet, s/he says •TASS*' and the next student has the chance to 
respond. If all students say 'TASS," that letter of the alphabet 
is skipped. 

For more advanced classes: Students can practice the structures: 

I like (Joocif but I don't like ( fn t nil 

S/he likes (fooiif but s/he doesn't like ^/oo^/A 



Sample: 

Student 1 says: 

Student 2 says: 



Vm Hung ' I like apples but 1 don't like 
orang es. 

Ifnn^ likes apples but he doesn't like 
or angas Vm Maj I like <^^^a but I don't 
like milk 



The pattern continues witn S3 repeating what Hung and Mai like 
and don*t like, and adding her/his own preferences. 

To make it easier, thv students can work with only the structure 
[ Hung hkes apples I lik e mr * 
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IDEA SUGGESTED BY: 
Fred Ligon 

Hie Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galan«, Indonesia 



COMPETENCY: Describe food 


4.2 




(SH " 2) 


LEVEL: A, B 




GENERAL 




TECHNIQUE: Substitution Dnll 





Estimated Tune 
Objective 
Material 
Directions 



ERiC58 



30 minutes 

Students can d^cribe food preferences. 

The Interview Saeet (1 for CTch ^dent — see attached) 

1. Stud^ts work in pa^. Each student has an interview sheet. 
Student 1 asks a question, starting with the first picture: 

"Do you like fish?" 

Student 2 responds, 

"Yes, (Ido.)" or"No,(Idont.)" 

Student 1 marks Student 2's answer on his/her own intervfew 
sheet. Hie **thumb up" picture is for "Yes" response, the 
**thumb down" one for "No" r^ponses. 

2. Student 2 then a^ a question based on the second picture : 

"Do you like pineapples?" 

Student 1 responds, 

"Yes, (I do.)" or "No, (I dont.)" 

Stud^ftt 2 then marks Student I's answer on his/her own 
interview sheet. 

3. The activity continues until all the vocabulary on the interview 
sheet hs& bmn used in forming questions. 

4. Ask students about their partners' preferences, for example, 
"Chue, does Vang like Chicken ? 



16b 




Takm fnm In SkQht by Fred Th0 BxpBrknmtt in Interrmtiofuil LMr^ 
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IDEA SUGGESTED BY: 

V^tmy Donald Dablas, Anton Suwamo 
ai^ Ignatius Suranto 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang^ Indon^ia 



Estimated Tmie 
Ob^tive 

Material 
Dfiecttons 



Variation 



COMPETENCY: Describe food 

preferences 


4.2 
(SH - 2) 


LEVEL: A, B 




GENERAL 

TECHNIQUE: Use of Visuals 
Rejointter Drills 





ERlCso 



30 minutes 



Students can describe food preferences. 



Pk:tuxc» of fcKxi items 



1. Form a circle with the ^dents. Each parson holds a picture 
of a food item. 

2. Go to the middle of the circle and ask a student, "Do you like 
r* uang the name of the item that the student is holding. 

3. The student answers, "Yes, I like " 



4. Student 1 replaces the teacher in tiie mMdle of the circle and asks 

Student 2, "Do you like . ?*' using the name of the item 

that Student 2 holding. 

5. The drill continue with Student 2 replacing Student 1 in the middle 
of the circle and asking the same qu^on to Student 3. 

6. Each student gets a turn in the center of tiie circle. 

7. Students exchange items and repeat ihe above steps. 



Let students choose which picture they want to hold by asking 
"What do you Uke'" before they form the circle. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Conrartium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: 
LEVEL: C, D 


D^icribe food 
preferences 


4.2 

(SH ™ 2, 14) 


GENERAL 
TECHNIQUE: 






Categories 





ERIC 



Estimated Time 
Objective 
Materiais 
Directfom 



Variations 



30 minutes 



Students can describe their own and Americans' food preferences. 



None 



1. Students form groups based on ethnic backgrounds. 

2. Each ^up prepares a tist of what tiiey like to eat for breakfast, 
lunch, and dinner. 

3. They piepare a second list of what they think Americans like to eat 
for breakfast, lunch, and dinner. 

4. When each group has finished preparing its lists, it reports to the 
other groups. 

Sample : Vietnamese like , , and _ 

for breakfast . 

We think Americans like and for 

breakfa st. 

• Lead t*ie cla^ in a discussion about food preferences of different 
ethnic groups using such questions as: 

I>o Cambodians like noodles for breakfast? 
Do Americans eat v egetables for breakfast? 
What do you drink with your meals? 
When do you umally eat breakfast/lunch/dinner? 

• For lower levels, show picture cards representing different times 
of day: 




and cards representing various food items. Students put the pictures 
of food items they prefer for breakfast, lunch or dinner with the 
appropriate "time of day" picture. 
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IDEA SUGGESTED BY: 
Evelyn Kn^p 
TheComoitium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

{%anatNikhom 



COMPETENCY: Select and pay for 


4.3 


food 


(SH - 2, 6) 


LEVEL: AU 




GENERAL 




TECHNIQUE: Use of Visuals 




Rej<Hnd» Drills 





Estii tated Time 

Objective 

Materials 

Directions 



30 minutes 



SUidents can ask and pay f<^ food items. 



Small pieci^ of smd colored pencils 
Fha^ money 

1. Each, student draws a pietaue of a food item on a small piece of 
puper and puts a price on the item. 

2. Collect the picture, shuffle them, and divide them into two pUes. 

3. Divide the class into two teams. Give each person plaQf money. 

4. Each team chooses one person to be the "seller. " Each seller 
sits at a table. A set of the pictures is in front of each seller. 

5. Members of eadi team "Imy*' the items from the seller by s^ing 
"I want/need " or "I'd like " Low level 

classes may see the pictures (in front of the seller). Higher level classes 
may not see the pictures, but must guess vfh&t the seller has. 

ti The seller responds, "Here you are." or "We don t have. 



»» 



7. If the seller has the item, the buyer asks, "How much is/are 

8. The seller responds, "It's " 



money 

9. The buyer pays the amount and takes Uie picture to her/his seat. 
10. The first team that finishes purchasing ail of its pictures wins. 



ERIC 



mEASlKXjESTEOBY: 
Tbe Coiis<»ctittm: 

Ihe Exporimaat in Int^nDua^onal living 
Save tlie CMldren F e d ewt i on 

Ph^mat Nikhom« Thailand 



COMPETENCY: Select and pay for 


4.3 


food 


(SH - 6) 


LEVEL: A, B 




GENERAL 




TECHNIQUE: Dyad Game 





Estimated Time 


30 minutes 


Objective 


Students can ask prices, remi and say money amounts, and recognize 
names of food items. 


Materials 


Set of cards: half of the cards have a picture of a food item with the 
price; the other half have only the picture of the food item, (see samples 
on back) 

(The number of sets depends on the number of students in the class.) 


Directions 


1. 


Hie studaits are divided into i»irs. 




2. 


Sl^dent 1 in each of the pairs has the cards with the pictures of the 
food and the prices. (Set A) 




3. 


Student 2 in each of the pairs has the cards with only the pictures 
of the food items. (Set B) 




4. 


Student 2 puts her/his stack of cards face down on the desk and 
draws one from the top of the stack. Without showing the picture 
to her/his partner, s/he asks: 

"How much is a lemon? '* 
(food) 




5. 


Studmit 1 holds ail the cards in h^^ hand so that Indent 2 cani:ot 
see them. S/he finds the card with the picture of the food requested 
and answeira: 

"29 f 
(pxke) 




6. 


S^dent 2 writes the price on her/his card (or on a piece of pi^). 
After all the prices have been requited. Student 2 checks the written 
pric^ with the prices on Student l*s cards. 




7. 


Student 1 and Student 2 can exchange roles to give both a chance 
to ask and answ^ qu^ions. 


Variation 


After the students have compared their cards, they can count out the 
correct amount of play money to pay for each item on the cards. 
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set A: SETS: 




17-1 



IDEA SUGGESTED BY: 
Junaidi Adxenata 
The Con^xtium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 





Select anu pay tot 


4.3 




food 


(an — oi 


LEVEL: A, B 






GENERAL 






TECHNIQUE: 


Role Play 





Estimated Tin^ 

OlJjective 

Materials 



Directions 



30 minutes 



Studmits can request and pay for food* 



Play money 

Picture cards of food with the price written on the iMwrks of the cards 
(the pictures can be cut from new^i^per supermarket ads) 



1. Review the names of the food iten;^. 

2. Take the role of the seller. (If the class is laige, one of the more 
advanced students can also act as a seller.) The food pictures are 
placed in front of the seller. 

3. Students e^ get money to spend at the market. They line up in 
front of the seller. 

4. The buyers have the following conversation with the seller : 

B: How much is/are (fgodft 
S: (price). 



5. The buyers give the correct amount of money to the seli». 
The seller makes chani^ if neceg^ary. 

6. Each buyer continues shopping until s/he spends all the 
money. 
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IDEA SUGGESTED BY: 

B^my Donakl Dablas, Ignatius Suxanto 
and Anton Suwamo 

llieCkmsortium: 

Hie Expezim^t in Inteznational Living 
l^we ttte Qiildren Fectezation 

Gakng, Indonesia 



Estimated Tin% 
Objective 

Materials 



Oirectioits 



Variation 



lA/MrETtlNCY: Select ana for 


4.3 




(SH ~ 6) 


UEVEL: a 




GENERAL 




TECHNIQUE: U^ofViwaU 




Rejoinder Drills 





ERIC 



30 minutes — 1 hour 



SUu^tscsi ktentiiy common foods and prices and pay the correct 
amount for ffK>d. 



Hay money 

Bctuie ^leet of food items wim prices (s^ att»died) om/pm of students 



1 . Distribute the food/price picture sheet to ^cfa pair of students 
and review the names of the food items. 

2. Put a food sheet on the table or board all the students can see it; 
point to the i5rat fwice (orange: 23^ ) and put 23^ <m the picture 
of the orange. Repeat the procedure with the second picture. 

3. Each pair of students is tisen gi?^ play money (coins). In pairs the 
students put the correct amount of money on each picture. 

4. Move aroimd the room and check to see if students are doing the 
activity correctly. 

6 .I'U. svuc^iits have put the correct amount of money on each box, ask 
**How much is m orange V* 
(food) 

Students respond with i3ae correct amount. Ask the item prices in 
random order to check for comprehension of the names of the fruits 
and vegetables. 

6. Students then work in pairs asking each other the "How much . .?" 
question and respondir^ with the appropriate prices of the different 
items. 

Example: A: How much is a lemon? 
B: 294 



Call out two or ^xree food items and the students jBgure out the total 
price by adding together the indhndual pric^. They pay that amount of 
money to tiie teacher. 

Example: Teacher: 1 apple, 1 banana and 1 pineapple. 
Students: $1.65 
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IDEA SUGGESTED BY: 

ESL Staff 

The Conssrtiuin: 

The EKperiment in International Living 
Save the Oiildxen Federation 
Woi^ Education 
I%anat Nikhom, Thailand 



COMPETENCY: Select and pay for 


4.3 


food 


(SH - 2) 


UEVEL: C, D 
GENERAL 






TECHNIQUE: Vocabulary Game 





Estimated Time 

(Mj^tive 

Materials 

Directions 



30 minutes 



Students can a^ for food items. 



Food iteraa or pictures of food items 
Large shopping bag 



1. Brhig food items (or pictures of items) and a large shopping bag 
to dass. 

2. Students sit in a large circle; each holds two or three of the food 
items. Ask one student to stand up and remove his/h^ diair from 
^dicte. There are no eictxa diairs. 

3. The stud^t vrolks around the circle holding the bag. S/hesays, 

"I'm going to the market and I want to buy,_ *' naming 

the items that one student in the circle is hokling. 

4. The second student stands up, puts her/his items in the bag atul 
follows the first stucknt around the drcle. Student 2 repeats the 
•entence, naming the articles that a third student is hokUng. 
That student johis the "topping trip." 

5. When many stodenfi are walking around the circte« tlie first student 
shouts, "But th«i my basket broke ! " 

6. Everyone quickly cries to sit down. One person will renoain standir^ 
and s/he starts the game over. 
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IDEA SUGGESTED BY: 

Yuwantana 

The Con^rtium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 
Objective 

Material 

Directions 



ERLC 



COMPETENCY: Locate food items 


8 J 






LEVEL: A 




GENERAL 




TECHNIQUE: Total Physical Response 







1 hour 



Students can mk qu^tions in a supermarket. 
Students can r^^ aisle numbersL 



Pictures of food items 
Cardboard aiide numbers 



1. Review the names of food items previously taught and Uien put the 
pictures on a table* 

2. Introduce the concept of aislas in a supermarket by dividing 
the cla^room into aisles and placmg numbers on the aisles* 

SAMPLE CLASSROOM ARRANGEMENT 




3 (if 



2 in 



2A 



20 



3A 



36 



4A 




3, Give the foUovnng command: 

Go to aisle 2B, 

(number) 

All the students follow the coramarc: 

4. When the students understand the aisle numbers* give the 
following command: 

Put the rice on aisle 4 A 



(food) 



(number) 



468 



5. Iiidividualstiictentsfiiid^s^toxeof lli^foo^ 
mentions and plai^ H in tho correct ai^. 

6. Att^stud^^ have pbu^idltiie food in the sup^market. 
vtm&repeiitkm drill (see G^iend Tedmiqii^) to introduce 
tlie qti^timi: 

(lood) 

7. Sti«^t8i»sctlGeaatdi^«u^ other fte^l^K^tkm of diffo^ 
Hems in the sloie. 

(See Genocsd Tedm^ttes: rocodu W f aft^ tk^ food itons 
hsere beai dlitdtattted ki the 

Exan^: T: SiSeal 

Ss: (X^i«i^ from eadi team must run and pkkiQ) 

the meat«) 

• Fof Levd B daases, l^e teacher coi ako hitxodu«» ^ names of 
sections of tiie supmarket following the ahove procedure. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium t 

The Experimmit in International Living 
Save the Qsiidren F^mtion 
Woild Education 

Phanat Nikhom, Huiiland 



COMPETENCY: Locate food items 


8.1 




(SH ~ 14. 22) 


LEVEL: C. D 




GENERAL 




TECHNIQUE: Categories 





Estimated Time 

Objective 

Materials 

Directions 



15 minutes 



Students cm locate food items in a supermartcet. 



Names of sections in a mipennaiicet and names of f(H3d items vnritten 
on pieces of pss^ 



I. Eadi student gets a piece of paper with one of tiie following 
sui^mnsurket sections or food items written on it: 



im>duce section 


pork 


tea 


dairy section 


beef 


coffee 


meat section 


cabbage 


mUk 


iMikery section 


che^ 


butter 


bevei^e section 


bean sprouts 


bread 


frozen food section 


lettuce 


cakes 




apples 


ice cream 




omngas 


chicken 






etc. 



2. The class stands up and walks around until those students with 
focKi items have matched tibeir canls with those students vnth 
section names« 

3. Mix up the p<^p^ and repeat the game. 
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I^Sumedi 

Tbe Exp^iment in Intemalional Uving 
Ome the CMdxen Fectoration 



Galfosg, Isdonesia 



COMPETENCY: Locate food items 


8.! 




(SH 2, 


LEVEL: C, D 


8, 14, 22) 


GENERAL 




TECaiNIQUE: Categories 





Estimated Time 

Objective 

Materials 



r ections 



30 minutes 



Stuc^ts can locate food it^ns in sections of the supennarket. 



UffiSe caidbc»GPd £n;qpefiiuariket griidte (^sanq^de) 

3x5 caids with pietuses or names (depending tm class level) of food 

items 



1. Reviewthenamesof food it^nsaiul introduce the names of the 
sec^ons of tlie »ip«market by showing students which items go in 

whidi sections. 

2. Dhdde the dass into groui^ of 4^ students. 

3. Give eiK^h gKOup a deck of 3 X 5 food pii^nie caxds. E»:h deck has 
two copi»B of eEich cacd. 

4. One stuctent deals &e cards to the other students in her/his group. 

5. The ataidents look throu^ their cards. If they have a i»ir, they put it 
on tiie table and ask, 

SI : Excuse me, wh^te is/are the apples ^ 

(food) 

S2: It*s/ they're in the produce section . 

(name) 

SI : (puts her/his cards in the ^propriate section) 

6. When all the students who have pairs have asked the question and 
pkwed their items in the cooect section, SI draws a card from 

the student on her/his right. If s/he gets a match, s/he repeats step 5. 
If not, S2 draws a card from S3. 

7. The pl^ continue until aU the cards are matched and placed in 
the correct sections. 

8. Move aroimd the room giving help if necessary and monitoring 
student progress. 
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SxSSAMPLE CARDS 




APPLE 




APPtE 



SUPERMARKET GRID 



PRODUCE 
SECTION 



DAiRY 
SECTION 



BAKED 
SECTION 



HEALTH 
& 

BEAUTY AIDS 



MEAT/FISH 
SECTION 



GRAINS 
CEREALS 



BEVERAGE 
SECTION 



BAKING 
NEEDS 
SECTION 



HOUSEWARES 
SECTION 
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E)EA SUGGESTED BY: 

Ck>ia2on Gonza^ 
SrUnda Ehimc 

International OithoUc MigraUon 
0>mmi^on (ICMC) 

Bataan, Philippines 



COMPETENCY: 


Locate food items 


8.1 






(SH - 8, 






22) 


LEVEL: D, E 










TECHNIQUE: 


Nanatin^ 





Estfanated Time 
Objective 

Oiiections 



1 hour 



Students am describe an Am^rkan sufiNermariEet. 



1 cqpy of the narrative l^ow 



1. Read tarou^ the foUowing narrative about American supermarkets 
without stopping: 

THE SUPERMARKET 

In the U^., most people buy thm food m a sup^market. 
Hiey u»iaUy go sh<H>ping once a week and buy enou^ food for 
the whole week. They push a shopping cart up and down the 
aisles to 0nd the foo<t they want. 

Different kinds of food aie lo<^ted on numbered aisles in different 
sec^ns. Fruits and v^etables are in the produce section; milk, 
cheese, and butter are in the dairy section. The produce, dairy, 
meat, fish, and poultry sections are sometime on the side aisles 
or in tlie hack of the market. 'Hiere are other sections for frozen 
foods, baked goods, and canned goods. 

2. Ask ^leral coni^rehension qu^ons such as "What is this 
narrative about?" 

3. Read the narrative again, sentence by sentence, stopping at the end 
of each to ask qu^ons. 

Questions can include: 

Where do most people buy their food? 
How often do most people go shopping? 
How much food do they usually b»iy? 
What is in the produce section of ^e supermarket? 
What food can you find in the dairy section? 
Where can you usually find the produce, fish, meat, 
poultry sections? 

4. Write new words and phiases on the board. 
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Vaiiation 



5. Hie stuctetits fecxmie naoative ui^ng the key woxds in step 4 
syscu«». EsKdi sisidait ccmtrilHites a sent«ice. Altfaou^noone 
will know tibe enl^ pantgrai^ tc^el^er tibe students can protmbly 
reconstruct most of the psxs^pes^. 



Tim narraUve can be cut into stxim and students can order the stoiy 
(see Gen^ Teduuques: s; ,\mujkd sentences ). 



ERIC 
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IDEA SUGGESTED BY: 
C^Ux for Ai^Hed Unifuistacs 
Manila, Riil^pines 



Estimated Time 

Obgective 

Materiab 

Diiectioiis 



Variation 





R 1 


txAG&^ contains, i^b^. QUSQitity* 


(all — 0; 




LEVEL: A 




GENERAL 




TECHNIQUE: Flaslicasds; Concentaration 


(Literacy Gam^) 





20 minutes 

StmteAts can ie»i prices, e.g., 3/9»^. 

3x6 cas6s (see sample b^w); there should be several sets of the 
cssdu so stud^ts can work in small grouf^ 

1. StiKjteats wcark in groups to matdi the picture/price cards 
with the price cards. 

2. Af^ fee studeaats have matched all the cards, they practice reading 
the w ^ using tiie followhig dialogue: 

SI: How much are apples? 
$2: 3 for 99 mits. 



Studente can play concentration (see Literacy Games) 
with the cards. 




OGOOC 
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IDEA SUGGESTED BY: 

CentOT for Applied linguistics 
Manila, PhUy5pin€s 



COMPETCNCY: Sd«jt food, i.e., 
ptice, container, si^, quantity, 
freshness 


8.2 
(SH - 10) 


LEVEL: B 






GENERAL 

I^HNIQUE: Concmtration (Literacy Games) 



Ea^kiated Time 

Ob^tive 

Materials 



Directions 



ERIC 



20 minutes 



Students can identify abbreviattons for common measurements. 



3x5 cards wi^ one of the f oUowin^ words or abbreviations 
on«eu±icaid: 



• 


dozen 


• doz. 


• each 


• ea. 


• 


gdlon 


• 


• pound 


• lb. 


• 


pint 


• Pt. 


• ounce 


• oz. 


• 


doUar 


• $ 


• cents 


• 4 


• 


quart 


• qt. 







I . students play concentration (see Literacy Gam^) matching the 
fijU name with the abbreviation. 
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mEA SUGGESTED BY 



m Staff 



COf,!PETENCY: Select food, i.e., 
pftee, size, quanti^, cimtainer, 



8.2 

(SH-9, 10) 



Int^natioiial Ga^olic Migration 
CominissitMi (ICMC) 



LEVEL: B,C 

GENERAL 
TECHNIQUE: DriUs 



EotePiay 



Es^tedTime 



Ihour 



StiKtents can ielect food by price, size, quan^ «^ contrfner 



Materials 



Food Hems (ptetim and real items) 
Ccmt^ias: galbm, qi»it, pkit 



I%»«;ttOR8 



a vi«aal of 12 of ^e same food items (e^g., 12 ^les). 



2. Ask ti^ students to count tiie items. 
Esplain tfaf^ 12 items equal adozen. 

3. ^wapictuieofafooditm (e4.,ant^H^) withaimcetagof 
28 cents «id ask the dass, "How much are a dozen ^plesV* 

4. Showavinialof 6 wtesan<ia8kt**Howmany?" 
E^kdn that 6 is a half dozen. 

5. Repeat step 3, askii^, "How much are a half dozen fflp/ey ? " 



6. The stodents practice doz^ and half dozen by ounting out different 
food items and ^en <»ikulating tiie price. 

7. Place several pieces of feuit on a s<»Ie. Ask the students to took at the 
scale and unte t&e wei^t of one pound. 

8. Ask tlie students to wei^ other food items in quantity of 
1/4, 1/2, 1, 2, 3 pounds. 

9. As^ a price to each pound of different food items. Ask students 
to calculate the cost of 1/4, 1/2, 1, 1-1/2, 2, etc. pounds. 

I. 0. Show containers that hokJ a pHon, quart and pint. Students measure 

water into the containers to get the concept of the amoimt of eadi 
m^tfuremeat. 

II . Students figure the price of UqukJs per quart, gallon, pint. 



(food) 
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12. Witti va3dbU8 iUmm of cU£te«nent quan^ti^, stiMkmts role a store 
situation usi,^ the foBowtag dtelogi^ : 



SI 
S2 
SI 
S2 



Vd Uke a h&ff gaOon o f mUk. 
HfflPB you are. 
How much i« it? 

99 cents a faay gfl/to« 
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aiEA. SUGGESTED BY: 
CoBter for Applied I^ftguisOcs 
Manila, Philippines 



CX>M!«TENCY: Sd«jt food, ie., 
price, contai»«r, siae, qpumtitgr, 



8.2 
(SH - 20) 



l-EVEL: C 




Estimated Time 



ISmiiiutes 



Directive 



Studenti can read expiration dates on food items. 



Materials 



3x5 carcb with names of food items and an expiration date 
(otum^aeti for several teams) Sami^: i — — 




Directions 



Stodents are divided into teams. 



2. Eadi team gets 10 canito with the name of a food item and an 
expiration date on each card. 

3. The t^mmonbersworitti^ettisf to pull out att food itwns whose 
expiration dates have passed. 

4. The first team to finish wins the game. 

5. Stud«itstii«ipt»^ie»iing aloud the expiration d^ to review 
the reading of dates (e^., 3/4/84 « Storch 4, 1984). 



• Students can teU how long (days, months, years) befOTe the 
expiration date is up. 



Variations 



Students can order the cards by expiratiwi date. 



IDEA SUGGESTED BY: 
m Staff 

Intomational Otthc^c Migration 
Commiwion <ICMC) 

Bataan, Philippine 



COMPETENCY: Select food, i.e., 


82 


price, contains, size, quantity. 


<SH ^ 9, 10, 
14, 18) 


LEVEL: C,D,B 






TECHNIQUE: Role Play 





Estimated Time 

Objective 

Materials 

DirectioRS 



ERIC 



30 minutes 



S^ctonlai can select fcHxl by <|ii«ntiity, price. 



IM, of cusnmt pcices of <Knnnion food items (te^eudief-maGte or taken 
£rom a newQwper adveftibiffiBient) 



1. Divide ^ cl8M into groups of 5^ s^id^ta aiKl tdl tfa^ 
tiu^ this fstovp ii "^ffimfiy.** Tliey are to work together 
to nmlui a shcH^ing liM of food items for 2 di^ for the family. 

2. Eadb group must list the food they will need and the quantities 
of «»hit^ 

3. Then tell each group they have $25.00 to spend. Distribute 
a price liit of fcMxi items. If they don*t have enou^ money, 
they must dux^ ch^p^ items. 

4. llie exmsiM ends with €»db group duffing their Ust witii the 
other students. 
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IDEA SUGGESTED BY: 



COMPETENCY: Pay for food 



8.3 
(SH - 6; 



£3L Staff 



LEVEL: All 



Hie Consortium: 

TtM Exp^iment in IntanaUcmal Living 
Save the Qiildxen Fectontion 
Wofk2 Skiucation 

Pbinat NUcfaom, Thailand 



GENERAL 

TECHNIQUE: Role Play 



Estimated TifiM! 



30 minutes 



Otgective 



Students can pay for food and v^ify leceWiag ctatect diai^. 



Materials 



Play money 

Slipsof paper to represent sates dips f w supormaricet purdias^ 
(e^.,$XS.9S; $66.83; $22.90} 



Directions 



1. 



The s^tdrats are divkied hito **^iopp^" and '*eadi^'* 



2. Give ^whdiopper a *W for her/hk food purchases and a $20 
and a $^ bill. 

3. H^oishi^sitatdeikswil^lotsofdian^inl^tof tSiem. 

4. Eadiahi«n»««»««*«otooneof theiaahteiaaodpfgrh^/hisbill. 

5. The caiiuer will count out the chan^. The ^oiH>6r must mal^ sure 
s/heiecdves correct chani^. 

6- "Hie dioppers and cashiers can exchange places so all have a chance 
to pr«rtace both roles. 



Variation 



For A"4€vel students, the teacher can take the role of the cash^. 
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IDEA SUGGESTED BY: 

m Staff 

tlie ConsorUusn: 

The Exp^im^t in Intcsnatiotiai Lmng 
Save the Children F^teiation 

Galang^ Indop« " 



COMPETENCY: Pay f<» food 

LEVEL: C 

GENERAL 

TECHNIQUE: Role Play 



8J 

(SH ~ 9, 10, 
14, 27) 



ERIC 



Estimated Time 

Objective 

Material 



Directions 



30 minutes 



Studenta can for food \mag cash or coupons. 



PiiQr money 

On/e ^^&kopp0X!*s Envelope'* icx every 4 students including: 

— 3x5 cards with names of food items and quantities of each item 

Samplai: 



Milk - 2 gals. 



Bananuis 3 11^. 



1-2 real discount coupons applicable to items on the caxds 
(e.g., 204 off) 

One ''Cashier's Envelope" with names of items in Shoppers' Envelopes 
with the prices list^ 

(The teacher should keep a master list of food items and prices to check 
group totals at the end of the activity.) 



1« The diBSB is divided into groups of four. AH students mt by group 

in a cjUfrJe. 

2. Each group receives one **Shopper's Envelope/' 'Hie cards inside 
the envelopes^ indicate the items and the quaitti^es eadh shc^per 
hasboi^^t (e.g., rice ~ 3 lbs., milk — 2qts.). 

3. One student from group 1 chooses one of the cards in the envelope 
and asks the cashier, "How much is/are riceV 

(food) 

(Not "How much are four bags of rice?*') 

4. The cashier consults her/his list and answers, "It's/ they're 

(price) per db./itent L'' The cashier gives only the price per item. 
S/he"does not have to do the multiplying. 

5. The Copper writ^ down the price of the item on the front of the 
enveloi^, multiplying when nece^ary, bai^ on the quantity to 
be bought as stated on the card. If another shopper group hag the 
same item, they listen and record the correct price. 



4t>3 



6. Anotii«r stuc^t horn gsw^ 1 iboi repeats st^ S. This con^ues 
around the dwsie unta (01 stuctents have had a diance to ask about all the 
it^ns in Uteir «avek>pes. 

7. ttA<^Q>OThareadfe««wtc<HqMai,<faey cfflilow«ftiiepriceon 

tiis item they aie buying. Hnwev^, «ily ^ groups witii ttie coupons 
cfo xe<^ve tiie dkcount. Otbexs murt pay the AiU price. 

8. Wheaaa the pfk^h«» been recoxdedOie groups wmipute their tota^ 
foodie The teach^diecks the groi^* answers with a master list 
The JHxst groixp to the correct total vim. 

9. The «;tivity finales wttii^K^ group pi9^ the ca^ii^ the to 
amount and getting chan^ if necessary. 
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IDEA SUGGESTED BY: 
Daniel RuanO 

Intemational Cath<^c Migration 
Commission (XCMC) 

Bataan, Philippines 



COMPETENCY: Locate, ^lect, 
and pay for food 

LEVEL: D. E 

GENERAL 

TECHNIQUE: Operations 




Estimated Time 


30 minutes 1 hour (depending on how many students try the activity) 


Obfective 


Students can follow directions to locate, select, and pay for food. 


Materials 


Pictures of food items 




Signs for supermarket: different sections in supermarket 




Check-out counter 




Baskets to carry food in market 




Play money 




Bags 
Scale 


Directions 


1. Set up the classroom as a supermarket. 




r ouowmg vne QirecuOjis lor op^ruiions \see ijrenerai lecnniciu^}. 




prcsscnv uie louowms uriu w review me langus^e in vyom peie ncy o. 




a. You have invited ^me friends for dinner^ You need to buy some 




food. 




b. Go to the supermarket. 




c. You are now in the supernfturket. Get a basket 




d. Go to the produce section and get some apples. 




e. (%0€^ some vegetables* Wei^ tiiem* 




f . That's too much! Return some. 




g. Go to the dairy section and get a quart of milk, a pound of butter. 




and two dozen eggs. 




h. Go to tiie meat section and get some beef, pork, and chicken. 




i. Put tiiese in your cart. 




j. That's enough food. 




k. Now, go to the check-out counter. 




L There're a lot of people. 




m. Move up to the cashier in tium and say, **How much?" 




n. Pay the cashier. 




o. Get and count your change. 




p. Wait for the hag clerk to put your groceries in the bag. 




q. Pick up your bag and go home. 
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IDEA SUGGESTED BY: 
Center for Api^ied Linguistics 
Manih^ Phitippin^ 



Estimated Time 

Ofcjeiftive 

Materials 

Directions 



. COMreTENCY 


Locate places to buy 


8.4 


LEVEL: A» B 


food 


(SH — \Z) 




GENERAL 










TECHNIQUE: 


Concentration Game 











20 minutes 



Students can res^ signs f tnr store houxs. 



A set of 3 X 5 catds for concenmtion (2 sets if the class is large) 
Half of the cards have pictures of 2 clocks; ^e <3^ex half have store 
houra. (See samples below) 

1 , Students play concentration (see Literacy Games) matching 
the clock pictures with the time cards. 




9/00-5/00 



10/03-9/00 



NOTE: For a more advanced activity on store hours^ see Competency 
15:3: Locate the places to buy clothing. 
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IDEA SUGGESTED BY: 
ESL Staff 

The Consortium: 

The £xpetim«at in International Living 
Save the Cfaikben Federation 
World Ekhication 

Phanat Nikhom, ThaiUmd 



COMPETENCY: 


Locate places to buy 


8.4 




food 


(SU ~ 8) 


l^VEL: A» B 










GENERAL 






TECHNIQUE: 


Role Play 





Estimated Time 


15-^ minute 


Objective 


Students can recf^nize si^t word MARKET. 
Stud^ts can locate places to buy food. 


%M n ate 


3x5 cards with pictures of food items to be bought 
3 largest: MAR^TTl, MARKET 2, MARKET 3 
Large pictures of the same food items as the ones on the 3 x 5 cards 


Ditectiom 


1. 


IntrcHiuce the si^t word MARKET, and put signs in di£f«:ent places 
in the room for MARKET 1, MARKET 2, and MARKET 3. 
Under ^tch sign, put pictures of 5-10 food iten^ (depending on the 
vocabuj^ level of the class). Each market i^ould have different 
items. 




2. 


Each student gets a 3 x 5 card with a pict^ire of an item to buy. 
These items should correspond with the pictures posted under the 




3. 


The student identifies the item to the class (e.g., "oranges") 
and £uiks her/his classmates, **Where are <^angesT' 

(food) 




4. 


The other studente give directions to the market that has oranges, 
according to the location of the student asking the directions, 
e^., "Over there." **Tumni^t." 


Variations 


• 


Students are divided into teams. One student from each team looks 
at one of the 3 x 5 pici^ cards and at the 3 markets. The finst 
student to point to the correct market and say the name of the item 
in Engli^ gets a point (see General Techniques: 
mcabulary games, run and touch) 




• 


The teach^, teachear aide and a more advanced student are clerks in 
thestor^ (for higher levels, students can be the clerks). The other 
^dente make a diopping list of 2-3 items (these can be pictaixes 
or wonib). The £^dents walk from store to store and ask for the 
items. 
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IDEA SUGGESTED BY: 
ESL Staff 
TheComortium: 

The Exi^riment in International living 
Save the Children Federation 
World Education 

Phanat Nikhom« Thailand 



COMPETENCY: 


Locate plac<*8 to buy 


8.4 




fo<^ 


(SH - 8; 








LEVEL: C 






GENERAL 






TECHNJQUE: 


Oral Dialc^es 





Estimated Time 

Objeciive 

Materials 

Diivctions 



1 hour 



Students can locate plac^ to buy food. 



Map of a town with a supennarket^ sti^t names^ axtd imaginary houses 

of students in the class (see s^ple) 

Cards with names of food Items to he bought 

1. Point to the house of one student and pie^nt the following dialogue: 
(see General Techniques: omi dialogues) 

SI : What do you need? 

S2: I n^ some eggs. Where can I buy them? 

SI : In the supermarket. 

S2. Wh^ is the supermarket? (Can you tell me how to get 

to the supermarket?) 
SI : (gives directions from Sl*s house to the supermarket) 



NOTE: This xmp and dialogue can be used to find other places in a town 
by adding additional buUdings (e.g., pharmacy, post office, 
department store) and having cards with other items (e.g., 
medicine, stamps, shoes). 




UJ 

In 



vcrri 



1*^^ Av&Nue 



MAM 



J^A)N gTREBT 



MAI 



TAN 



TWV 

4ra J 



gTREIST 



ERIC 



489 



IDEA SUGGtSTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 

the Children Federation 
World Education 

f^hanat Nikhom, Thailand 



COMPETtNtY: Order food 


17, 1 


UVEl : a 




GENERAL 

TECHNIQUE: Oral Dialogues 







T 



Estimafed Time 



Objective 



Material 



Directions 



Variation 



erIc^ 



1 hour 

Students can order food in a fast food restaurant. 



Large menu (See sample ) 
Play money 



1 . Post a typical menu (see other side) from a fast food restaurant and 
pre^nt the following dkdogue (see General Techniques; 

oral dkilogt4est. 

Oerk: May I help you? 

Customef: A cheeseburger and a large coke, please. 

Clerk: Would you like french fries? 

Customer No, thanks. 

Qerk: That's $1.60. 

Customer: Here you are. Thank you. 

2. Students practice the dialogue with different items from the menu. 
The clerk must figure the price based on what the customer 
ordei^ from j^e menu. 



Use various dialogue techniques, including Disappearing dUilogues, 
line-gram dmlngues, written dialogues, scrambled dialogues 
(see General Techniques), 
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BIG AL*S RESTAURANT 








,79 




M 




1.8S 




1.50 




sandwich 


1.79 




1.60 










.79 


Coke 


small 


.42 




ntedtiuD 


.58 






.71 








Shake 




.75 




ftzawbeny 






vaniliA 




Coffee 


small 


.30 




lain« 


.45 

« 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonma 



COMPETENCY : Order food 


I7.t 


LEVEL: D, E 




GENERAL 

TECHNIQUE: Written Dialogues 





Estimated Time 
Objective 
Materials 
Directions 



ERia2 



1 hour 

Students can order food in a restaurant. 

A copy of the dialogue blanks for each pair of students 

1. 'Hie dass is divided into pairs of students. 

2. Each pair gets a copy of the following dialogue to complete: 

Hung is single. One evening he plans to eat out and decides 
to have dinner at the Tropicana Restaurant. 

Waiter: (greets him and shows him a seat) 



Hung: 
Waiter: 



(gives him a menu and asks what he wejits to eat) 
? 



Hung: (orders pizza) 



Waiter: 



(telk him the restaurant doesnt have piEza today, 
only on weekends) 



Hung : (orders steak« salad ) 



Waiter: (asks him how he wants his steak cooked) 
t 

3. After the pairs have written the dialogue, several pairs can perform it 
in front of the cla^. 
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ESL Staff 

Tike Comt^Uixm: 

Tiie Exporimost in Int^naticmal tiviiig 
Sav8 the ChildiBn Federatioit 

Gabng, Indoneiia 



COMPETENCY: Onier food 
LEVEL: D,E 
GENERAL 

TECHNIQUE: NanaUve 




Estimated Time 
Dilutive 
Material 
Directions 



ERIC 



1 h<mr 



Students cm ofd^ food in a restaurant. 



S^^dent hsoidouts of the story 



1. aloud the following entry or give it to the students to read 
individuaUy. 

EATING OUT 

Sometimes the Lee family eats dinner in a resteuiiuit. The waitress 
gives them a menu. In a few minutes, she comes back to take 
their order. She says, "May I take your order, please?" Mrs. Lee 
often orders fish, but her husband always orders steak. The waitress 
asks them what they would like to drink. Mrs. Lee generally drinks 
black coffee. Her husband frequently drinks a glass of wine. 
After dinner, the waitress brings them their bill. They seldom 
have dessert. They're too full! They always leave a tip for the 
waitress. They usually tip 15%. Bating out is fun! 

2. After the passage is read aloud, or indhddually, ask the students 
the following questions: 

1 . What does the waitress give them first in the restaurant? 

2. What do they order? 

3. What does Mrs. Lee generally drink? 

4. Do they usually have dessert? 

5. What do they leave for the waitress? 

3. Then give the students the following fill-in-the-blanks exercise: 

1. The waitress brings them a 



2. The waitress takes their , 

3. The waitress asks them what they would 

4. Mrs. Lee ^ drinks black coffee, 

5. They . have dessert. 

6. They're too . 

7. They always leave a ^ . . 

8. They usually tip , 



. to drink. 
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4. S^sti^tiwiite about tli«sidN^bi»ed OS llie 
1. Doyou^dliin^&iai^ainant? 

3. Whi^doyiHtllketodifaik? 

4. DoyoulikedeHeft? 

5. JX)youljCketo«itdkxieriiiai«itaiitantordoyoulikedto^ 
athiMne? 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Kxperiment in International Living 
Save the Childrm Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Act appropriat«?ly as 
a guest/host 

LEVEL: D, E 
GENERAL 

TECHNIQUE: Role Play 



17.2 
(SO 9, 10,16, 
18. 23, 25) 



Eiittmated Time 

Objective 

Materials 



Directions 



ERIC 



1 hotur 



Students can demonstrate appropriate behavior as a guest or a host. 



None 



1 . Lead a di&cu^ion with tifie class including the foilowir^ questions: 

Do you eat at the same time eveiy d«o?? 

Do you sit at a table or on a mat on the floor? 

Do men, women, and children all eat together? 

E^>es eveiyone eat at the same time and sit in the same f>laci?? 

Does each person ha?ve her/his own plate, glass, and utensils? 

Do you pass food to each other? 

Can you eat something &om another person *s plate? 

Do you talk while you're eating? About what? 

How long does it take to eat dinner? 

Do you eat different foods for different meals? 

What do you do after eating? (women, men, and children) 

2- Set up an American place setting on a table. 

Ask a refugee student to set up a place setting typical of her/his 
culture- 

3. Divide the class into two groups. Eac'h group prepares a role play 
based on the following situations: 

Group 1: Half of you are an American family who has invited 
a refugee family (the other half) to dinner at your house. Arrange 
dinner on a table, welcome your guests, talk about your customs, 
and have a conversation as you all eat dinner. 

Group 2: H^f of you are a refugee family who has invited an 
American family (the other half) to your house for a traditional 
dinner. Arrange dinner on the mat, welcome your guests, explain 
your customs to them, and have a conversation as you eat. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Bianat Nikhom, Thailand 



Ejittnifited Time 


30 minutes 


Objective 


Students can thank someone for a favor or pay a compliment. 


Material 


None 


Directions 


1. Explain to the students that Am^cans often expect an elaborate 




*'thank you" when they have done something for someone. 




2. Present the following possible language to thank a person foi a favor 




(or see if students can give you l^e language): 




Thanks a lot for lending . . . 




taking me . . . 




giving me . . . 




inviting me to dinner* 




lunch. 




the ride. 




1 reauy appieciaw? ii. 








happy 




I had a good time* 




It was really delicious. 




1 enjoyeci ii. 




You're so nice to me. 




You*re very firiendly. 




You*re a good cook. 




I'm so happy I met you. 




we got to know each other. 




I hope I can do a favor for you sometime. 




3, The students practice the above responses based on cues from the 




f'i^fir'H At* 




Example: T: Lunch. 




SI : Thanks for lunch. It was really delicioi 




4, Divide the students into pairs and give each pair a role such as 




the following: 




Thank him/her for lending you some money. 




for helping you to paint your hou^. 




fix yom car. 
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CX)MPETENCY: Act appropriately as 
a guest/host 



\7.2 
(SO - 20) 



LEVEL: D, E 



GENERAL 

TECHNIQUE: Role Play 



for giving you a {sresent. 
for hdtping you find a job. 
for dinner. 

for helpmg you Hnd a house to rent, 
for teaffhing you Ei^Ush. 
for giving you a ride home. 

5. The ps&tB pre^t their situations to the class as role plays. 
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IDEA SUGGESTED BY: 
ESL Staff 

International CathoUc Migration 
Commission (ICMC) 

^taan, Philippine 



COMPETENCY 


: Store food properly 








17.3 


LEVEL: C 






GENERAL 




TECHNIQUE: 


Catssories 



Estibnated Time 

Ob^tive 

Materials 



Directions 



Variations 



C18 



30 minutes 



Students can store food properly. 



Visuals of food items (some which need refrigeration, some which don't) 

Signs: REFRIGERATOR, FREEZER, CABINET 

Tape 



1. Explain that since Americans often shop only once a week for their 
foed, they must store it propexi^to avoid spoiling. 

2. Use the food visuals to review the names of the food items and then 
pliu^e them on a table in front of the class. 

3. Put the signs for ♦♦Refrigerator," ♦♦Freezer" and •♦Cabhiet" at 
different plac^ in tibe cla^room. 

4. The students work as a group and tape the food visuals und^ the 
correct storage location sign. 

5. After aU ihe focn! is stored proi^ly, the students practice the 
following dialogue: 

A: Whore do I store meat ? 



(food) 



B: Inthe refrigmitor, 
(location) 



This activity can be a competition between two teams. Give each team 
duplicate sets of the food visuals. Pla< e duplicate signs for "Refri* 
gerator," "Freezer," and ♦♦Cabinet" in both the front and ttie back 
of the classroom. Team A places its pictures in the back of the 
room under the proper signs. Team B in the front. The first team 
to store all of it» food c»>rrectiy wins. 

For upper lev^, tiie visuals can each have a label on the back witih 
storage instructions, e.g., '♦Refrigerate after opening." The stu> 
dents m&A the labels and then decide as a group where to store 
the items. 
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IDEA SUGGESTED BY: 

Fred Ugon 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



ERIC 



COMPETENCY: Store fooo prop»Ti> 



LEVEL: C,D,E 
GENERAL 

TECHNIQUE: Picture Story 



17,3 



Estimated Tinw 


1 hour 

• 


Objective 


Students can iden^ ptopet stoirage for food. 


jHaterials 


Copies of the picture story 


Directions 


1. Following tiie general difections for picrure s/oWes (see 


Gei^ral Techniqi^ ^cti«m), present the attach^ picture story. 




SITUATION : Hie mottier prepases dinn» for her daughter at 8 :00 




m the morning. They leave the house at 8:30 and 




come back at 5:00 Hie mother sefv^ the dau^ter 




food that was prepared at 8:00 without reheating it. 




Last Frame: The daughter wakes up at midni^t with 




a stomachache. 




FRANiE BY FRAME: 




1. The woman )ys cooking bxeakf^t. Ir$8:00« 








3. The mottier and dau^ter leave the house. 




4. The pot is on tiie stove. No one is th®te. It is 9:00. 




5. The pot IS on tne Stove, iisxu.uu. 




6. The pot on tile stove. It's 2:00. 




7. The pot k Oil &e stowES. It's 4:00. 




8. The mother and daughter are home. 




The mother takes the pot off the stove. 




9. The dau^ter is eating. 




The mother puts the pot back on the stove. 




10. It's midnight. The daui^ter has a stomachache. 




2. The following discussion qu^ions can be used for higher level classes: 




Why does the dau^ter have a stomiKd^^e? 




Where did the mother and daughter go? 




What should the mother have done with the pot? 




What did you do in your home in Soutiieast Asia to preserve food? 

* 

« 
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IDEA SUGGESTED BY: 
£SL Staff 



COMPETENCY 



Store food properly 



LEVEL: D 



17.3 



The Consortium: 

The Experiment in International Living 
Save the ChUdxm Federation 
WoiAd £ducatiM>n 

IHianat Nikhom« Thailand 



GENERAL 
TECHNIQUE: 



Cat^ories 



Estimated Time 



16 minutes 



Ob^tive 



Students can state household items properly. 



Materials 



None 



Directions 



1. Write the following on the chalkboard: 



refrigatator 
freezer 
cupboard , 
drawer 

m^licine cabinet 

bathroom 

bedroom 

2. Call out one of the following words. The students respond 
by telling where it should be kept. 





Students: 


meat 


refr^rator 


plates 


cupboard 


rice 


cupboard 




bathroom 


toilet 


bathroom 


ice cub^ 


fireezer 


towd 


batliroom 




cupboani 


knife 


drawer 


pillow 


bedroom 


foric 


dmwer 


ice cream 


&eezer 


vegetable 


re£rigerator 


milk 


re£rigemtor 


spoon 


drawer 


pan 


cupboard 


apples 


refir^erator 


^eet 


bedroom 
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Variations 



3x5 csKis can be made with tiie names of the items. Stttdente 
can wi»^ in teams to pl»je it^ under one of the seven cards 
signii^^ing i^<<M;age areas. 

Tiie foiibwii^ d&ilqs^ can be i»acticed: 
A: Where do you keep th e ice cubes ? 
B: In the freezer. 



212 



IDEA SUGGESTED BY: 

SSL Staff 

The Consortium: 

The Espocimcsit in International Living 
Save tiie Children Federation 
World Education 

l^anat Nikhom, Hiailand - 



CXWIPETENCY: Prepare food 


17.4 




(SH-9, 14) 


LEVEL: C,D 




GENERAL 




TEOiNIQUE: Rejoinder DriQs 





Estimated Time 
Ofo^tive 
Materials 
Directions 



30 minute 

Students ean list ii^pedients f<» i»ei>aring commcni food items. 
None 



1. Divide ^e students into groups »id give eaidigrcmp a cooking task 
for whidi they prepare a list of ingredients: 

Examples: 

Tocher: You're making soup. What do you need? 

Students: Water, chicken. . . 

Teacher: You're making juice. What do you need? 

Students: Water, lemon . . . 

Teacher: You're making a cake. What do you need? 

Students: Flour . . . 

Teacher: You Ye making salad. What do you need? 

Students: Lettuce 

2. Depending on the level of the class, the students can write 
quantiti^ as well as the names of the ingredknts. 

Example: 

Teacher: You're making a cake. What do you need? 
Stud^ts: 2 cups of flour, 2 eggs, 2 cups of milk« 
6 tesc^poons of suipr, etc. 

3. Each group shares its recipe with the other groups. 
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5DEA SUGGESTED BY: 

ESL Staff 

Hie Consortium: 

The Expeiiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: 


Prepare food 








17.4 


LEVEL: C.D 






GENERAL 




TECHNIQUE: 


R^oinder Drills 



Estimated Time 


30 minute 


Objective 


Students ixn describe dififexent ways to pzepODe fcKid* 


Materials 


Pictures of food cocked in varioiJa ways 




1 . IntKMiuc^ the foUowinii cookins terms udns picturM of food cooked 




in various ways: 




ooiica 




fried 




steamed 




barbecued 




baked 




roasted 




broiled 




2. Say a food item and the students my how they like it cooked . 




Example: 




Teacher: chicken 




Student: I like fried nhick<*r^. 




NOTE: Some of these terms will not be familiar to the student45 




so tile teacher can sugggest American cooking styles such as: 




Americans like roast pork. 




Americans like broiled f)sh. 




Americans like baked potatoes* 
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Health 



COMPETENCY COMreXENCY NUMBER 

Explain medical ptobtems. i^., 5.1 

G«t medical t e^g., in an emezi^icy, 5.2 
for an ^pointnaent 

Follow instructions alK>ut tr»!dtment 11.1 

Follow in8tn«cUcH!» dwrix^ exam 11.2 

Buymedidne (prescription and non- 11.3 
|»escriQ>tion) 

**B«y items for personal hygiene 11.4 
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IDEA SUGGESTED BY: 

Integrated Program 
Bataan, PhU^pines 



ODMPETENCY: Explain medical 
{»Qb!ems, ie,, symptoms, 
Ulneses, Usuries 

LEVEL; A 
GENERAL 

TECHNK2UE: UseofVi^tals 
Rejoinder DrOls 



S.l 

(UEA-2) 



Estimated Time 


30mjriutM 


Objective 


Studoits c«i desonbe stsU» of being. 


Material 


Pictures of people who are sick, sad, cold, hot, tired, OK. 
(see o^er ^de) 


Directions 


1. 


Show pictures of a siclc man and a healthy man and introduce 
the exc^iange: 

A: How do you feel? 
B: Ife^^dt/fine. 




2. 


Using the picture as cu^ t^ch the students to re^nd "sick" 
or **fine." 




3. 


Give a student one of tlw pictures and have the stud^t 
z^>ond based on the picture cue. 




A 


ThAn intmvliM^ new vfxiabulaiv usinff oictur^ of TOOple who are 
hot, cold, tired, and sad and repeat the above steps. 




5. 


Put the pictures on the board in the form of a grkl. Point to one 
of ttie picture and ask students, "How do you feel?" The students 
r^pond based on the picture indicated. 


Variations 


• 


Put the sfas pkrtujes on the board and play the run and touch 
game (see General Techniques: vocabulary games). 




• 


Ntunber «UJb of ttie pictures in the grid. Say •*number 1" and the 
students respond **Sick." 




• 


Give one of the pictures to a student. TeB tiie student not to show it 
to her/ids classmates. The sUident «:ts out the picture and the class 
must guess how s/he feels. 
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n>EA SUGGESTED BY: 

Soxta Naing£ola» and Benny Donald 
Oablas 

TheComoitiuna: 

The Eacperiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: Explain medical 
problems* i.e., symptoms^ Ulnesses 
injuries 

LEVEL: A. B 


5.1 

(HEA - 1-3) 


GENERAL 

TECHNIQUE: Use of Visuals 
lUijoinder DiiUs 





Estimated Time 
Objective 
Materials 
Directions 



Variation 



30 minuti^ 

Students can de^be symptoms of illnesses. 
Ilctufes showing different illnesses 

1. Review the names of common illnesses. 

2. The students sit in a circle with the teacher standbig in the middle of 
the circle. Each student is given a picture card showing s common 
ilht^. 

3. Pr^ent the following dialogue (see General Techniques): 

T: How are you? 

S: I'm dck. 

T: What*s the matter? 

5: I have a (the symptom on the card s/he 

is holding). 

4. Go around the circle practicing the dialogue with all the students. 
The students resp<md based on the cards they are holding. 



The 8tud«rtts can also practice answering "Where does it hurt?" based on 
their picture cu^ (e.g., if the symptom is a hes^ache, the student 
points to her/his he«i and says, "Here"). 
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II>£ASUGG^TED3Y: 
The Ccmsortiuin: 

Tbe Expodbnent in International Living 
I^Bve ihB Oaji^xm FedeiatiiHi 
Ekiucatioii 

^hsu^Nikhom Thailand 



(X}MPETENCY: E^lain medical 
problems, i.e., symptoms, illness 
irgurles 


< 1 

(HbA — 1) 








GENERAL 

TECHNIQUE: Use of Visuals: EUdting 



Esttmated Time 
Objective 
IViateriab 
Directions 



30 minutes 



SUidents can )ree<Hpiize mm^ for parts of the body. 



None 

1. Read a description ol a fteaky pei^n^ e.g.: 

The man has 5 eyes. 

He has 3 

He has 4 arms* 

2. The students listen to the d^cription sentence by sentence 
and Uy to draw the person described. 

3. After describing the man, ask individual students questions such as: 

How HEiany ey^ doas he have? 
How many legs does he hwe? 
etc. 

4* The students can post their pictures around the room and compare 
their dmwings. 



Variations 



# Pairs of students can describe their drawing to each oUier. 

• After the students have fmished the drawings, make statements 
about the man. The students answer **torue" or **false'* based on the 
pictures they have drawn. 

The man has 4 ey^. (false) 
The man has 4 arms, (true) 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consoithim: 

The Expedment in International Living 
Save the Childx^a Federation 
Worid Education 

Galai^. Indonesia 



COMPETENCY: Explain medical 
{sroblecas, i.e., symptoms, 
illnesses, injuries 


5.1 

(HEA --1) 


LEVEL: D, E 




GENERAL 

TECHNIQUE: Charade 





Estimated Time 


30 minutes — 1 hour 


OtJ^tive 


S1»ident8 can d^ribe medical problems in complete grammatical 


sentences. 


Materials 


Cards with one sentence on ^ch card tibiat describes own or others' 




medical problems 




Sample senteocNSs: 






The woman has a bac&»che. 






My imby ia sick. 






^e broke hex k^. 






I^e has an ^uadbe. 






I feel hot. 






My child has a sore throat. 






You have a hi^ fever and a cold. 




1. 


Expldn the game of charades to the cla^ (see General Techniques). 




2. 


Studoit 1 firom Team A draws a caid with a sentence that describes 






a medical problem. 




3. 


Sttmdiiig in front of her/his team, SI must "esplain" each word in 






the sentem^ without ^j^king so her/his team can gu^ the ratire 






sentence. 




4. 


To ^t a poiat for her/his team. Student 1 must explain the sentence 






in a set length of time (30 seconcb to 1 minute, depending on class 






ability), and the team must guess the i^ntence exactly. 






Sample Card : He has a headache. 






Student 1 : (holds up 4 fingers to signil^ 4 words in the 






Kntence) 






Qass: "4 words" 






Student 1: (holds up first finger to ^ow that s/he will 






pantomime the first wonL Points to a male 






student) 






Class: "Man," "student," '*male," "he" 






Student 1: (points to person saying "he") 






(holds up fourth finger to show that s/he will now 






demonstrate the 4th word; pantomimes headache 






by holding her/his head) 
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Class: 



The chm can ^en pmbidb]^ put tc^thiv the sen- 
tence. If students say *1iave** ratlier tinan **has/* 
Student 1 can emphasize tihat part of Uie word 
by drawing a large "S** in the air. 



<^ 2 

ERIC 
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IDEA SUGGESTED BY: 



All Camp FjK^rains 



COMPETENCY: Get medical help, 
e.g.,in an emergency, tat an 
^(^poiatnient 

LEVEL: A,B 

GENERAL 

TECHNIQUE: Bin^ (Literacy Games) 




Estimated Time 
Objective 

Material 
Dltections 



Variation 



ERIC 



30 minutes 



Student can idoitify sight words to get med^ hdp in an emexi^ncy 
oz for an iq^intm^t. 



Blank bin(p cards (see grid below) 



1. 



After &e s^Adaits have practiced ^^tifying medical ^t w<mi8 
(at the hoq)Stal or clink or on an i^ipointment card), give 
ihem blank Ungo cscds md ask lliem to c<^ <me of ^e following 
worcto into e»^ of the 9ac» on ^e bfasgo cards. fHie location of 
the words on ei^ student's card shouki be di^tly different.) 



EMERGENCY 

HOSPITAL 

X'BrAY 



2:CK) (Room) 
Mon. (Room) 
Wed. 
8:00 



&B 
8A 

ELEVATOR 

EXIT 

STAIRS 



The students play bin^ (s^ Literacy Games). 
For A4evel classes, students can work hi pairs. 



The students can play a variety of gam^ using the sight word grids, e.g., 
run and touch or lie tac toe (see (general Techniques 
and Literacy Activity). 
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IDEA SUGGESTED B% . 
Evelyn Maximan 
The Consortium: 

The Experiment in International Living 
Save the Childbren Federaticm 

Galang, Indonesia 



v.AJiWr n I xtniv, I . uev meuicoi neip, 


S.2 


e.g., in an emergency, for an 
s^pointment 


(HEA ~ 8. 
9,14) 


LEVEL: A, B 






GENERAL 




TECHNIQUE: SlotDriUs 





Estimated Tinie 

Ot:3ective 

Materials 



Directions 



20 minutes 



Students can re^ appointment cards. 



A (toy) dock 

A large calendar (waU>type) 

Small cards on which iQ}pointinent is written 

The teach®r*s de^ i^ould be set up as a receptionist's 

desk in a doctor's office. 



1. Make an appointment card for each student showing: 
name, day^ time, and date. 
The day and date should be abbreviated 



Mx. Wong 
Tues. . 
2 P.M. 

1/10/84 



Eadi card should contain the student's own name, md the dates 
^ould be different fc»r each student 

2. Give each student an appointment carel with her/his name on it. 

3. Change the time on the dock and mark the specific day and date 
on the calendar (this is done in front of the class). 



4. Each student tri^ to match her/his own card witti the changes being 
made by the teacher. 

5. If the student's card matches what is set up by the teacher, s/he 
should come forward to the teacher's desk 

(set up as a receptionist's desk in a doctor's office). 



er|c4 
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IDEA SUGGESTED BY. 
ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Fedemtion 
World £du<»tion 

Phanat Nikhom, Thailand 



<X)MPETENCY: Get medical help » 


5.2 
(HEA ^ 8) 


e^.y in an emergency, for an 


appointment 


LEVBL: A, B 
GENERAL 






TECHNIQUE: Slot Drills 





Estimated Time 

Objective 

Materials 



Directions 



30 minute 

Students can make an i^pointmient with the doctor. 



2 tdephones 
A (toy) clock 
Acalaii^ 



1. Bring in two tel^hones, a toy clock and a calendar. 

2. Draw a stick figure on the boazd and ^y, ^'Doctor/'' 

3. Point to the telephone and then write a phone number next to tht 
stick fqsure and say, ''Doctor's telephone number/' 

4. Each learner caUs the doctor's office and sets up an c^ipointment 
using the following dialogue: 



Patient: 
Receptionist: 

Patient: 
Receptionist: 

Patent: 

Receptionist: 

Patient: 

Receptionist: 



I want to make an ^pointment. 
What's your name? 



(name) 
Come 



at. 



(day) (date) (time) 

^ ? ^ ? at 1 



(dBjf) (date) 
Yes. 

Thank you. 
You're welcome. 



(time) 



5. As the receptionist gives an appointment day and time, it is written 
on the board beside the student's name in the following grid. 
The teacher or the students can do the writing. 



NAME 


DAY 


DATE 


TIME 


Van 


Mon. 


5/4 


4:00 P.M. 
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6. When tiie grid is completed, ask the students: '*When is your appoint- 
mait?** Each student mu^ find her^iis name and read the day, 
date and time. 

7. For B4evel stud^ts, ask 81 about S2's i^t^intment time: 
*'Van, whesi is Minh*s appointment?** or *'Who has an appoint- 
ment on MondiQ^ at 4:00?** 



studesits call to make an fqppointment ihey cam ask: **Wiiere is Ihe 
ofiSce?'* Based on a picture of a oross-^s^^^ned building with floors 
and rooms numbered, the students can liKnate the ofi^ wh^ they 
are directed to go. The room niunber is then written in the ''Place** 
column. 

• Using Hmx appointment <»rds, the students can role play goin^ to the 
(k>ctor. Itie t^her indicates whom turn it is to go by setting the clock 
and pointy to the calendar. 



Vaiiatiom 



An adkiitional column, **I1atce," 



can be added to the grid. When 
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IDEA SUGGESTED BY: 
Fred lagon 
The Consoxtium: 

Th^ Experiment in International Living 
Save the Children FedesnsUion 

Galang, Indonesia 



(X)MPETENCY: Get meoical help. 


5.2 
IHEA - 4' 


e.g., in an emergency, for an 


appointment 


LEVEL: B,C 






GENERAL 




TECHNIQUE: Picture Stories 











Estimated Time 


1 hour 




Oiiiprtivo 


Students can ask for medical heln in an emersencv. 




Materials 


Copies of the picture stoxy. 




jLlirvvIluna 








Technique) using the attached picture story witih the following 






sample language: 












The baby drinks poison* 






The baby is sick. 






(The baby do^n^t know i^at hs^pened.) 






The baby falls down. 






(The baby Mm down*) 






The mother comes in the room. 






She is carrying a cup of coffee. 






The woman sees the baby* 






She screams (shouts, yells). 






She calls the emergency numl^ . • . 911. 






A man answers. He asks, **Can I help you?" 






She says, "This is an emergency.** 






He asks, "What happened?*' 






She says, "My baby drank poison/' 






He asks, "What is your address?'* 






She says, "33 B Street/* 





ERIC 
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T^0n frmt America, In SH|ht by Fred Ugon mtd H&rmsm S. K. 
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IDEA SUGGESTED BY 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Fdlow instructions 


U.l 


about treatment 


(HEA~ 12) 


LEVtL: A, B 




%jr 1^1 T 1% Erf 




TECHNIQUE: Drills 




of Visttals: Eliciting 





Estimated Ite 
Objecdve 



30 minutes — 1 hour 



Students can follow instructions about treatment when the wrads 
"before" and "after** are used- 



Materials 



Pictures of a man about to eat and a man finished eating (see other side) 
A picture of a man about to go to {see other side) 
Medicine bottles/piBs (see other side) 



Direcd<ms 



1. Introduce the concept of "before" and "after" by putting on the 
board concepts tiiat learners ahready know: 

1 2 3 4 5 
A B C D E 

MON. TUBS. WED. THURS. PRL 
JUNE JULY AUGUST 

Say: 

e.g., "2 comes before 3/* (students listen and repeat) 

"3 comes after 2," (students listen and repeat) 

"1 comes 2.*' (students fill in the blank) 

e.g., "Tuesd«? cora^ after Monday." (stuctents listen md rep^t) 

"Wednesd^ comes ^Thursday." (students fill in the 

blank) 

2. Reinforce "before" and "after** by having students leave and enter 
the room or act out a sequence of activiti^ e.g., "Vang comes before 
Chu." "Chu comes after Ly." "Vang opens his book after he sits 
down.** 

3. Show a picture of a man before ^ting and teach "before meals,** 

a picture of a man after eating and teach "after meals." and a picture 
of a man before going to bed and teach "before bedtime." 

4. Show a medicine bottle and demonstrate the concept of "Take** 
by pretending to take the mediknne. Then put t<^ether the direc- 
tions: '*Take the naedicine before meals/after meals/before bed.'* 
by demonstrating and by lowing the impropriate picture. 

5. The students point to the correct picture as the teacher gives the 
command. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save tbe Children Fedemtion 
Worid Education 

nianat Nikhom, Thailand 



COMPETENCY: FoUow instnicUons 
about treatment 


11.1 
(HEA 12) 


LEVEL: A,B,C 




GENERAL 

TECHNIQUE: Use of Visuals: Eliciting 



Estimated Time 


1 hour 


Objective 


Students can follow instructions about treatment. 


Materials 


Chart (see other side) 
Real objects: spoons, pills 


Directions 




Introduce the following concepts using real objects or pictures to 
reprint the concepts: 


% 




a number of pills or capsules to cue the number 
a number of spoons to cue "(number) of teaspoons" 

a full rice bowl to cue "before m«als" 

an empty rice bowl to cue "after meals" 

a bed to cue "before sleeping** ("at bedtime") 




2. 


Holding up the objects or pictures, introduce the language, 
"Take 2 pills, _3 times a day." 
**Take 1 teaspoon before meals/* 




3. 


The ifcudents piactice the las^uage based on the picture cues shown. 




4. 


Post the lar^ chart. Point to dsfferent sections <rf the chart and have 
the students respond with the appropriate dosage: e.g«, **Take two 
capsules three timra a day before meah.^ 




5. 


For low level elates, say the dosage and have students point to the 
appropriate places on the chart, for example: 

T: Take two pins three times a day iifte^ meals. 
SI: (points to **two pills/* **two suns and a moon" and **the 
empty rice bowl'*) 




6. 


After students have practiced following the di»age instructions, 
introduce the question words, •'How many?" "How much?'* 
'^How often?*' and "When?" by pointing to the i«>propriatB pl^es 
on the diart 




7. 


Take the rok of the d(»;tor and have individiml students be the 
patk^ts« Patients ask the ••Wh" questions and the doctor responds* 
For more mivanc^ grou]^^ students can take the role of l^e doctor. 
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HPlAf MAMY? 


HOW MUCH/ 


HOW OFTEN f 


WHEN f 












00- « 




® 


^^^^^^^ 
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IDEA SUGGESTED BY; 
Timothy Maciel 

fnt^national Ca^oUc Migration 
Commission (ICMC) 

Bataan, ]%iU|>piiies 



COMPETENCY: FoUow instmctions 


U.l 


about treatment 


(HEA- 11) 


LEVEL: B.C 




GENERAL 




TECHNIQUE: Drills: Repetition, Substitution, 


Chain 




Use of Visuals: Hidtiiig 





Estsmated Time 
Matefials 



Directions 



SOmteutes 

Stud^ta can follow instructions about treatment. 



Pictui« fms6M of different instiuctiona for treatment 
(see sample) 

Doctor 1^ 



1, Put up a sign and point to younelf saying, "Doctor." 



Office Hours: 

M-F 10:00-4:00 



2. Draw a stick figure on the b<^ and say, **Pati^t** 

3. Present the following exchange pointing to the stick figure and yourself 
and showing a picture cue: 

Pstient- What should I do? 

DoctOR (lowing 1 of the pictures) Bta^ in bed. 

4. Using the pictures as cues, ines^t vnrious commands that a doctor 
mi^t gh^ a pati^t. (The affinni^ve commamite should be presonted 
before the negative ones md ^en prac^^ in n»dom ordor.) 

6. Low level classes pracUce (in a large group, snail groups, individually) 
asking the qu^tion, '"What should I do?** The doctor responds 
with a command and ttie students point to the correct picture 
to show tiiat they understood command. 

6. Hi^er level classes can practice both the question and the response 
repetition md substitution drills. The folio whig game uses 
Ach<dn(Mll: 

— The students* desks are arrant in two circles. 

— The first two students in circle are given two cards: 



SI: 










? 




• 
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SI asks S2: What should I do? S2 answ^ with any of the 

SI hands the question card to S2 and S2 hands the answer 

card to S3. The pattern is prac^ed again and the caids are passed 

on. 

Both circles begin at the mme time and the first group to complete 
the circle wins. 

The game can be repeated several times. 
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IDEA SUGGESTED BY: 
ViigU D. Rey^ 

Int^nationdi Catiiotic Motion 
Commisdon (ICMC) 

Bataan Philippines 



COMPETENCY: Follow insteictioiis 
about treatment 

LEVEL: B,C,D,E 
rSNERAL 

TEOiNIQUE: UseofVwwiIs: Bateiting 




Estlmafx^ Tim^ 
Objective 
Maleiia&s 
Directioits 



er|c* 



^minutes 



Stud^ts <^ follow tastmcUoits about treatment. 



A lotge pkstitze of medidne (see i^nnple) 



1. Put the large picture of medicine in front of the class. 

2. Introduce the questions: 

"How many taints should I take?" (pointing to the tablets) 
"How much should I take?" (pointing to the spoons) 

3. Point to an appropriate visual cue and answer the question, 
e.g., '*Take3tabtetsadiQr.** 

4. The stod^t» prad^ i»king the queition. Hbe te»:her responds 
with an answer b^ysed on one of the picture cues. The student 
vtho foks the qu^tion must point to tiie correct picture cue. 

S: How many (diouM I take)? 
T: Take 3 tablets a day. 

S: (points to the bottle with "3 tabs. & day" on the label 
and theen to the thjree tablets) 

5. Higher kivel dass^ can practice asking and answmng the question. 
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IDEA SUGGESTED BY: 
Marjorie Sutton 

International Catholic Miration 
C(Msun»ssion (ICMC) 

Bataan, Philippines 



COMPETENCY: FoUow instructions 
about treatment 

LEVEL: C,D 
GENERAL 

TECHNIQUE: BoaxdGame 



11.1 
(HEA-12, 
17) 



Estimated Time 


1 hour 


Objective 


Students can foUow instructions about treatment. 


Materials 


Game bf^vd (see sample) 

25 cards (5 "How many," 5 "How mudi," 6 "How often," 
5"Howlcmg,"and 5"Wto") 
A spinner 

Pok^cfai^ (or buttons) 


Directiom 


1. 


Divide lAie class into groups of 2*7 players and give each group 
a game board. 






The cards are placed on the game board in the correct piles. 
On one sicte of the card is one of the **Wh" questions; on the other 
side of ^e card is an appropriate re^nse, e.g., "Take 3 pills"; 
"Take2tea^iooi^"; "3 times a day"; "For one week"; 
"Aft^ meals." 




3. 


Eaxk group a spinner with the jSve questions: "How many ?" 
"How much?" "How often?" "How long?" *'When?" 




4. 


Each player is giv«i a marker to move from **Start" to "Flnii^." 
The marker can be a poker ch^, a button, a rock, or a small pie*^e 
of pa|)er. 




5. 


The &8t pl^^ ^ins ^e spinner and asks the qu^on that the 
pinner points to: e.g., "How many should I take?" 




6. 


Player 1 then picks the top card &om that pile (e.g., How many?) 
and reads aloud tiie instructions on the bk;k, e.g.,"Take 3 tablets." 




7. 


?]a^&: 1 thoa moves h» marker 3 ^mu^ 




8. 


Each instruction except "When" include a numerical le^onse. 
If a student ^Ins to tiie ques^on "When?" s/he must move back- 
ward one space. 




9. 


The first person to reach the fini^ wins. 
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GAME BOARD 



HOW MUCH 



HOW MANY 



VMHEN 



HOW 4^M9 



SPINNER 




SAMPLE CARD 
FRONT BACK 




TAKE 
3 TSPS 
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IDEA SUGGESTED BY: 
lisa C. AiitcHSuo 

International Cathc^ MigraUon 
Ckmuni^oii (ICMC) 

Bataan, PhiUppines 



COMPETENCY: FoUow instructions 
during exam 


11.2 
(HEA S) 


LEVEL: AH 




GENERAL 

TECHNIQUE: Total Physical Re^nse 





Estimated Tin^ 
Objective 

Materials 
Directions 



Variation 



30 minutes 

Students can follow instructions during a medical exam. 
Doctor's stethoscope (optional) 

1. Take tiie role of the doctor (wear a stethoscope) and present 

the following commands one at a time. After giving each command, 
take off the stethoscope and become the patient (or have the 
classroom aide be the patient), and follow the command: 



Open your mouth 
Raise your arm /leg 
Say aaah 

Stick out your tongue 
Take off your shirt 



Breathe in /out 
Hold your breath 
Lie down 
Sit up 



2. Using the TPR technique (see General Techniques), the students 
practice following the above commands (the number presented 
depends on ttie students' level). 

3. The students take turns being the patient and following a command 
by the "doctor." 



The class plays "Simon Says" (see Compel ncy 1.7 for technique) 
following the commands given by the teacher. 
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IDEA SUGGESTED BY: 

ESLStafi 

The Consorthun: 

The Experiment in Xnt^national Living 
Save Uie Childr^ Federation 
World Education 

nianat Nikhom, Thailand 



COMPETNCY: Follow instructions 
during exam 


11.2 
(HEA-5) 


LEVEL: C, D. E 




GENERAL 

TECHNIQUE: ChainDriU 





Estimated Time 
Objective 
Materia 
Directions 



15 minutes 

Stui^ts !sx»;tice following instructiotts during exam. 
None 

1. After the dass has learned how to give and receive commands 
daring a medkal exam, the dan la div&ted into two teams. 

2. The fiwt person on eadi team tdli the second person to i>erform 
any action related to seeing a doctor (e4p, ''Open your mouth 
**Ssy Aaah." **Take off your tot"). 

3. After Use second studoitperfinins the acti<m,s^giv^ a command 
to the third student to do something. 

4. The commands ccmtinue down Urn line of studoits as fast as possible. 

5. The fir^ team to Ani^ wins. 
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IDEA SUGGESTED BY: 
Integrated Program Staff 

Intocnsfcional (^dybolk &ligiation 
Commission (ICMC) 

&ktaan, miiliqppiiies 



COMPETENCY : Buy medicme 


11.3 


(pi«8cxiption and non- 


(H£A - 6) 


LEVEL: A,B 






GENERAL 




TECHNIQUE: Dialogues 





Objective 
Materials 



Directions 



Er|c32 



1 hour 



Students <ssn get a prescription SU^L 



A visual of a doctor's prescription 

Atoy dodle 

Arign^TOAEMACY- 

A visual idiowing i^b^iVifN with medkini^ 



1. Have the stuiloatB do a rote phsy based on lai^ua^ in 
Competemctes 11.1 and 11.2. Ihm show a visial for a prescription 
and CKld a ISxuA line to the dial<^e: 

Doctor: Here is a prescripUcm toat your medicine. 
Take it to tyhe phatmiu^y. 

2. Put up a agn "PHARMACY," a toy dock with movable hands 
and a visual showing shdhr^^ witii nuedicine. jPresent the following 
dial<^ue (see G^rusral Techniques): 



Fbarmacist: 

Customer 

Pharmacist: 



Pharmacist: 

Customer: 

Pharmacist: 

Customer: 



May I help you? 

Y«. Here is my pre$cr^}tion. 

Please wait minutes. 

(number) 

(teacher moves the hands on the dock to show 
that the number of minute has passed. ) 
H«reyouare. That's . 



(pays m<mey) 
Thank you. 
Thank you. 



(cost) 



3. The students rote play getting a prescription filled using the dialc^e 
above. 
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IDEA SUGGESTED BY: 

Bi^nvenida R^es 

International Catholic Migration 
Conun^(Hi (ICMC) 

Sataan, I^itippin^ 



COMPETENCY: Health Review 

lEVEL: CD 

GENEHAL 

TECHNIQUE: Bctui^Stoiy 



11. 1 -3 
(HEA - S, 6, 
9,21) 



ERIC 



E^imated Time 
Oojective 

I^faterials 
Diiections 



Variations 



1 hcmr 



Student am describe tiie process of going to the doctor and geUing 
a prescription flUed. 



I^iSe picture story for classroom wall (see sample) 



1. Place the pictuxe story chart in front of the wlass. 

2. Pointing the GxeA picture, s&y, "John is ^ck." 

3. Then pci^t to the next picture and try to get the students to produce 
the £y}}^^^(«iate languid, li the students have difficulty, give cu^. 

4. After the class has told the story frame fay frame, ask questions 
about the pictures in random order: 

e.g., What time is his c^^pointment? 

Where do^ Ite bi^ his m^iicine? 

Where did he go after he went to the drugstore? 

Who dki he talk to on the phone? 



' The picture story can be cut up into separate frames. The students, 
in ^all grcmps, can put tibe picl»xc» tofetiier in the proper order 
and th«a tell the story. (See G€«i«ral Technique: xmmbled 
pictures ) 

• The students can tell the story in the present continuous and then 
in the past tense. 

• Pairs or i^ups of students can perform a dialogue or skit based on the 
picture story. 

NOTS: This activity can also be used for Competencies 5.1 and 5.2: 
Explain medical proUems and Get medical hel^. 



IDEA SUGGESTED BY: 

SSL Staff 

Itie Ccmsortiuin: 

Vo^ Exp&Ament in International Living 
Saive Children Federation 
Wcnld EldiUMtion 

Bianat Nikbom, TtuUland 



Estimated Time 


1 hour 


Objective 


Students <»n itesciibe appropitete tmttnent for different iUn^se& 


\iaterials 


Several s6t$ of the stories below cut into strips 


Doectoons 




Ane cuipS 18 €uvi<«a uco grcHipi or cho stuoenis eiKiii* 




o 


jK^acn group geis one or tuie rouowuig stones^ wiui eacti sentence 






on an uiGuvKiiuw scnp oi ppper. 






STORY 1: 






Susm couldn't sleep well. 






She w^t to tine dxu||itofe to get some medicine. 






I am piwouaia^^ WHX nw SHIS nau w gifv it pii»BMipMwJi iiiov* 






SuMn went to the doctor* 






The doctor gave het a prescription. 












STORY 2: 






George wc^t to see the doctor b^use he has heart trouble. 






Itie doctor gave hiin a prescription for some med&nne. 






The pharmacist told Geoxge to take two tabtets a day* 






One day George Celt tired, so he took four tablets. 






He became very dizzy and felt sick« 






His wife had to take hun to ^e ho^itol. 






STORY 3: 






Mr. Udom had been sick with stomach trouble for two years* 






One day, his stomach hurt so much that he ^nt to the doctor. 






The aoctor told him he had to have an operation. 






The day Mr« Udom went to the hospital, he was a&aid< 






He had to stay in the hospital for ten days and his family visited 






him every day. 






Now he feels jfine, but he has to be careful al -t what he ^ts. 






He also must take medicine for the next two months. 




3. 


The group members work together and put the sentences into the 






proper ore' ^r. 


o ... 
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COMPETENCY: Buy medicine 
(px^cr^tion and not«- 

LEVEL: D, E 
GENERAL 

TECHNIQUE: Scxambled Sentence 



11.3 
(MEA - 6, 
\2, 13, 
17,23) 



4. Stu<^n^ then tesA ttieir slor^ in the proper sequence to the class 
and discus tbe differences between health preclices in tlieir native 
countries and the U.S. 



ERIC 
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!D£ASUCX»£$T£DBY: 

ESL Staff 

Qmsortium: 
Tbet ^cperim^t in International Living 
^tiieQiiMrenFedmtion 

Rumat Nikhom, Tfaailand 



COMPETENCY: Buy medicine 
(pzescripl^n and non- 
jKttescri^tion) 


U.3 
(HEA - 6) 


LEVEL: D,E 






GENERAL 

TECHNIQUE: Dialc^^ 





Estimated Tlote 


30 minutes 


Ol^ective 


Studoats can dendl^ ^e t^pptojpmki tg&Ammt fear ditf(st^t illnesses. 




Copies of dialogues 


iMlClrlWIKI 






DIALOGUE! 




As Ai^yf JT^Wy uv yvU wiulv w w ii pariy iQiii|pi«i 




B: XdcBi^kttow. IN^ been ikdc for tiix«e diQPi and 








A: WelL jill of vdur friends are coinff . WeTl have ft lot of food* 




drinlts« <md dancing. 




B: ????? 




DIALOGUE 2 








B: IV© h«d « tore throat for two days. 




A: Didyoagotothedoetcf? 




JEI* XNO* 




A: Htei^--talKelisitMediciii6. Iliedoetirgaveittomelastyear 




whmlynM^kiliL 1 ti^xikWt OK iixxj^ 




0« lift 








A: Isyoiad«j|^teritmiick? 




B: Stie has a lever. 




A: Dki you tal» her to tiie doctor? 




B: I don*t have enoui^ money. I gave her some asplnn*, she's 




slewing now. 




A: ????? 




2. Two students talre the roles of A and B and read the j^n^ dialogue 




tothecltM. 




3. Ti^ dialc^e is unfinMied so that, in pairs or in srnaU groups, the 




stents wxitelhe last line of the dialc^ue. Since this requires 




a choice, the students must discuss the problem involved and what 


0 


dec Ion to make in each situation. 

4f 
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4. After each group has reached a decision, the cVm discusses the 
dil^terent possibiliti^ together. 

5. The class repeats the above steps with the second and third dialogues. 



ERIC 
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IDEA SUGGESTED BY: 
Hcsmsn Suprkidy K. 
Tlie Ck>n5ortiu]ii: 

Tbe Exi^Timent in International Living 
Save ^e Children Federation 

Gbbmg, Indonesia 



COMPETENCY: Buy medicine 
(prescription and non-pre> 
spription/f isuy ivtms lor 


(HEA - 6) 


1 t?VI?I • All 




GENERAL 

TECS^IQUE: Dialogue (kids 





Estimated TUne 


30 minutes - 1 h<Hir (def^ending on clatt level) 


Obiective 


S^d^ts can buy non«*Dr^racrtotion medicine and peisonal hyslene 




fiiwintM^fei in ft Dnsnn&cv qt store 


Materials 


Picture Slid (see mmote) 


Directiom 


1 . Follow the directtom for dkilogue grids (see General Techniqxies) 




and pr^^t the foQpwtc^ dialc^e: 




A: Can I help you? 




B: Where's the aspirin? 




A: Omihexe. 




B: Which aisle? 








B: Thanks. 




A: That's $1.25. 




B: $1.25? 








B: Here. 




A: llianks. 




B: Bye. 




2. To give stu^nts pr;^tice in asking and paying for oiibex items in a 




phannacy, make additional panels — (cUflerent names of items found 




in the drugstore and diffei^t pric^) and substitute them for the 




panels "a^irin" and "$1.25" in the pietu^ grid. 
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IDEA SUGGESTED BY: 

£SL Staff 

Tlie Consortium: 

The Experiment in International Living 
Save the Childien Federation 
World Education 

Hian^ Nikhom, Thailand 



COMPETENCY . jy items for 




personal hygiene 


11.4 


LEVEL' f! n E 




GENERAL 




TECHNIQUE: Vocabulaiy Games: Ba^ 


It. 


Seat Scramble 



Estimated Time 
Ob^tive 
Materials 
Directions 



ERIC 



30 minutes 



Students can id^tify peiso^ hygiene items. 



Real personal h^fiene items/prod^ts 



1. 



2* 



3. 



Bring to ekes lots of items \^blch can be boi^t in a dzug^te 

for personal hygiene (sot^, toothpaste, deodorant, powder, make-up 

items, oveT'the^unter medidne, shampcKs, etc). 

After Etching ihe names of the itensi, ask individual students 
to come to the &ont of ^ class. Blindfdd tl^se studoits or ask 
Aem to dose their eyes. Put an item in the hmids of eadi 
student and a^ her/him to guess tl^ nmne of ^ item. 



Have students then sit in a circle with one stotdent standhig in the 
middle. Assign an item name to each stunts e.g., two students 
are "i^ampoo,-* two are **soaPf** two are *^li{ffil^k.** Call out an 
item. The two students who ha* the name of the stem called, 
try to switch places and the on the middle tri^ to sit down. 
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IDEA SUGC^STED BY: 
Center for Af^pl^ Lsn^oistioi 
Manila, PhiUppmes 



COMPETENCY: Buy items for 

personal hygiene 


!1.4 


LEVEL: D,E 







Estimated Time 
Objective 

Materia 
Dttections 



Variation 



ERIC 



30 mienitM 



StMctoite eta idmtiiy and d«cribe uses of various persond 
imxiucts. 



3x5 oucli with ilen» in tiie cat^ories: H^ul, Moutfa, Face, Hamte, Body 



1. 



2* 



3. 



4i* 



Brf f^ dl£Ees8iit products fc^ {Mssonal hygleiie to class (Map^ de« 
odfxnnt, diampoo, tooUipa^, etc.). 

Show the products to the students and ask them to tell wliat each 
to ai»i nHbat it used tor. If the ^bttdeato <to im^ know a inoduct, 
they can look at the label and then try to guess the use. 

Aft^ stu^snts hove li^med the ^ff!<Bf*f of cfHiimiHi products, divide 
the class ii^to two teams and play the gmt^it^game (see Cmmfii. 
Techniques). A student from Team A comes to the front of the room 
and takes one of the 3 x 6 cards. S/he must describe the 3 items 

30 se(H>nds to 1 minute). The team gets X pomt t&( each item they 
guess. 

After Student 1 from Team A has finished. Student 1 £rom T^m B 
esfdains h^/hto items to her/hib team. The game continues untH several 
students have had a chmu^ to {nraci^c^. 



HEAD 

shampoo 
creme rinse 
hair spray 

MOUTH 

toothbrush 
tootiiparte 
moutiiwa^ 



HANDS 
loticm 

fing^ail polish 
nail file 

BODY 

BOSp 

deodorant 
powder 



FACE 

Hl^tick 
mascara 
eye ^ciadovi 



To make the pune easier, give each studoit only one item in each category 
to explain to the class. 
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a»IPETE«4CY COMIOTENCY NUMBER 

D^ariibe housing needs, eg,, types of rooms, 8.1 
funiituie, ma^t f^^dUmces 

Locate f^ties witiiin housing, e.g., a.2 
kottdry, fixe escape, garbage chute 

Get infomation about costs, e.g., xent, 14.1 
utfliti^ 

Secure hous^bi^ lepairs 14.2 

Report emergencies, e.g., fire, bursary 14.3 

« * hocaXe appropriate housing 1 4 .4 



25.3 
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IDEA SUGGESTED BY: 

Teresita Sohomeso 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Inscribe housing 
needs, e.g., types of rooms, furniture, 
ms^ot appliances 


1 1 

/H— 1 \ 


LEVEL: A, B 






GENERAL 

TECHNIQUE: Matching 





Estimated Thne 


30 minutes 


Objective 


S^idents can nsme common ftimiture and appliance. 


Materia 


Sets of 24 cards witibi pictures of 6 diOersit kinds of furniture and 
^ipaances. set ^ould have four of it^. Thae should be 
eno^ sets for sti«i@at8 to be cttvided into grmiiH of tiuee. (See sample 
set on oHier mdis) 


Directions 


1. 


Hie da» is divided into groi^ of 3 students. £^ group gets one set 
of24(»r(l3. Each stiutent is dealt S cards. Hie zemaining cards 
are placed face down in the middle of the table. The tap card hi the 
deck is turned face up. 




2. 


The first looks ^ the £ace4ip card and tri^ to match it with a 
card in her/bis hand. If the i^er has a matdbi, s/he ^ows the 
notched pair to tiie other pls^ers and says the name of the fumi- 
ture or f^ppnance. nas^ tne piayer cD^carcis one cara xrom ner/nis 
hand, placing it fac^ up on the taMe. 




3. 


If the first player does not hwre a matdi, s/he must draw a card 
from the pile* If tl»t <»rd matd^ one in the player's hand, s/he 
shows tli^ m^^h, s^s the name of the furniture car appliance 
and discards cme card fn»n her^is hand. If it does not match, s/he 
dist^rds (me c»rd. 




4. 


The game continues wiiii eadi stuctent either picking up the top 
faceup card to make a match, spring the name and then discarding 
one ctffd, or drawing a card from the stack and then discarding 
a card from her/hi^ hand. 




5. 


The first student to match all her/his cards is the winner. 


Variation 


• 


Wild cards with a {nd^ of a house can be added to each deck. 
Th^sse wild cards will matdi any c»d. 




• 


More advanced sfedents can match the writtra name of the furniture 
or ^liance with the picture of the item. 




• 


Students can play a concentration game (See General Techniques) 
using the sets of cards. 
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• Stud^te can play *^ FiiOs" wilh tha decks of caidst Sls^stoS2, 
•*I need a_c^. " If S2 h«i & ch6^ .sfbB mast give it to SI. K not, 
81 mmt **Qo Fish" ^js,, (^w a card from 0% top of tl^ (teck). 
Thiscfmtmues until stmtent has matdbed all of h^/his caids. 



SAMPtE CARDS 
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IDEA SUGGESTED BY: 
Lois Puxdham 
The Consiwtium: 

The Exp^iment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: D^cribe housing 
needs, e.g., typ^ of rooms, fuxniture, 
nuQor i^liances 

LEVEL: A, B, C 
GENERAL 

TECHNIQUE : Use of mials 
Rejoind^ Drills 
Commumcation Games 




Estimflted Time 


1 hour 


Objective 


StudcmtB describe housing needs. 


Materials 


S^idaat wctftedieets (see ^uni^) 




Small picture cut from worksheet and plac^ in envelope for 


Directions 


X. Each student re<^ves a worksheet. The worksheet is divided into 




three sectiom: Housing, Furniture, Appliances. 




2. Revkw housing vocabulary with tli^ da^ bsr going throu^ tiie 




workidieet action by section »ad caQmg mtt the nam€»9 of the items. 




Hie students mui^ point to the correct it^s as they are named. 




3. Using the worksheet, model the following exchange; 




A: What kind of housing do you need? 




B: I need a(n) apartment 




(housing) 




The students practice the dialogue* substituting the type of housing 




they think they or their families will need in the U.S. 




4. Continue modeling the dialogue substitutixig '^furniture" and 




*^apphances* in the dialogue above^ e*g.: 




A: What fumitaire do you need? 




B: I need a c/fo^r. 




(furoitiize) 




5. Students break wto pairs and ask each otiier, **What (kmd of 




housing/fumiture/appUanc^) do you need?*'As the students answer 




t^e questions, tihey circle the following on their worki^eets: 




— the kind of housir^ 




~ 3 items of furniture 




-3{9Pliances 




6. Divide the class in half : Half of the cla^ are American salesperscMis 




and the o^er half are refi^ees looking for housing, furniture and 




^pliances. 
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7. Eadi sfOesperson gets an envelope wilii pictum of the typm of 
hou^g, ftumitufe and ipptianc^ that are cm tbe wtttk^ieets. These 
^ottld be cut firom tte worksheets. Tlifare shcmld be multiple 
pict^ires of c^tch item in ^h envdo^Ks. 

8. The sal^}eismis move around the room loking the individual refugees: 

— What kind of housing do you need? 

— What furniture do you need? 

— What appliance do you need? 

9. Without showing ttie saie^rson the worksheet, the student 
re^onds with the items already circled on har/his sheet The 
sale^erson then gives each student the items s/he requested from 
her/his envelope. 

10. After a few minutes, the teacher stops the role play and sees how 
many salespersons have "sold" all of their itrans. 

11. Students and salespersons can change roles and repeat the exercise. 
For lower levels, however, only the better students should take 
the salesperson role. 



Variation 



To practice negative responses, ttie teacher can ask, "Do you need 
a bed? " The student can answer, "No, but I need a chair ." 
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IDEA SUGGESTED BY: 
InU^nated Prc^iam Staff (lOMC) 

ESL Staff, The Consortiuin 
nianat Nikhom, Thailand 



CX^M^TENCY: Describe housing 
needs, e.g., types of rooms, 
ftimituxe, appVmtm 

I^VEL: A,B,C 
GENERAL 

TECHNIQUE: Subititu^, R^ti^ IMils 
Qnd Dial<^es 




EstbRnated Time 
Materials 



Directions 



1-d hours (depe»uiing on level) 



SUtdeats can c<Hnpai% housing in own country with houdiMg in the VS. 
and <tesaibe own hous^ med&. 



Large sheets of paper and markers 

Visuals of America hmising: l)typ@s of housing (house, sqoartnKnat, 
stajtdto); 2) rooms (bedcoom, kitch^, etc.); 3) furniture; 4) appliance 
(these can be c\st firom m^i^azinas) 



1 . Ask students to worit in groups and draw pictures of their homes 
in their own countri^ including rooms, common j^usoiUire and 



2. Post 1^ studcNnts* pictures in the front of l^e room. Use drills 

(see General Techniques) to teach the names of the tyj^ of housing 
(e.g., hcmse, apartment, room). 

3. Look at the students' pictures and pick out rooms, furniture and 
e^pUanc^ that can be seen in all the groups' drawings. Using drills, 
teiu^ the names of the rooms and common furniture and ^pliances 
based on the students' pictures. 



4. Put up pictures of types of houamg in America and ask students 
to name each type of housing. 

8. Put up pictures of rooms, furniture and appliances found in an 
American home. The students name the items familiar from their 
own homes and the tocher teaches the names of any new items. 

6. Ask the students to dmw pictures of the tj-pes of housing they think 
they will need in America and picture of rooms with furniture 

and appliances they will probably need. 

7. Present the following dialogues: (see General Techniques) 

A: What kind of housing do you nued? 

B: 1 need aJJli '^i'lL 

(tyjie of housing) 



erIc z 



Variatioiis 
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A: How macy rooms do you fl^ed? 
Bt ItmdWjtooms. 

A: What fumitore do you 

B: I need a bed, a table and a chair. 

(ftunituie) 

A: WhsA i^^lisM^ do you tieed? 

B: I need a stove, a refi^emtor md a TV 



For low lev^ daises, Umit tibe amount tn&w material ptesoited 
in miAi ysnsxm s^pi^t: 

— In ISist Vmrn, students can draw cmly tiie <Mitakie of &eir 
bmt^ «s^p»tn^t8 fOMi t&omA in ^ UJS. 

homes m cheir countries and compare them with the difiopeat 
RN»ns in Anaerican how^. 

— In the third lesson, the students cm draw the furniture they had 
in each rotHn in tiieir countries ai^ cmnpare it with commcm 
American fuxniluxe. 

— In the four^ lesson, tiie students can draw tiie t^^iUances in their 
previous homes comsMute tbem to American aPPli^Knc^. 

For higher level s^utonts, bo^ sklai of the dialc^ue p^es^ted iA>ove 
can be prac^^d by students in pairs, using tibdr pictun^ as a point 
of departure. 

Put up viswe^ of empty rooms and f^ve st^»i^t8 »naU vteuals of 
furniture and appliances to place in the appropriate rooms as they 
answer the quesldons, **What furniture/appliances do you need?" 
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IDEA SUGGESTED BY: 

itonsubaia Axxoyo 

lat^mi^kmal OB((ii<dk Miration 
Conunission (lOMC) 



v.'_>!iirc. 1 cntc I • jjescnoe nousing 
ne&dtSt e.g., tyi^ of rooms, fumiUixe, 


3.1 


LEVEL: D,E 






GENERAL 

TECHNIQUE; Categories 





Es^nated Time 

Otijective 

Materials 



20inmutes 

Students can d^ofibe housiDg needs. 
Ctoalkboaidgrtd 

1. Draw the following grid on the chalkboard: 



PLACE 


FURNITURE 


APPttAf«C£S 


• room 

Ml SpftrttDMt 

• ftmHo 

i ifH^iiki hoffui 


9 coffii ti^0 
M bid 


tTV 



2. Choose one student to be "It. " That stutknt walks around the 
toom and stops in firont of another student "It" ss^s, 

'♦Pljtte," "Fumituie" or "Appliance'* and cmints "one, two, three." 

3. Before the count of three, the second student must choose one item 
from the category stated by Student 1 and say, "I need a(n) " 

4. If Student 2 cannot respond in tin^, s/he becomes "It" and repeats 
the above steps with another stud^t. 



IDEA SUGGESTED BY: 

Carol Richardson 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Gaiang, Indonesia 



COMPETENCY: Locate facUities 
within housing 


3.2 


LEVEL: A, B 




GENERAL 

TECHNIQUE: Games 





Estimated lune 
Objective 

Materials 



Directions 
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20 minutes 



Students cm rect^ize common sight words to locate facilities 
within housing. 



Grid — on large paj^r 



1 

FIRE ESCAPE 


3 

EXIT 


5 

ELEVATOR 


2 

LAUNDRY 


4 

ENTRANCE 


6 

STAIRS 



Play money 
One die 



1 . Divide the class into groups of 5 students. 

2. Eadi group gets one grid as ^own above and all students get an 
equal amount of play money. 

3. Each student diooses one of the numbered boxes and puts a part 
or aH of her/his money on the box. Only oene student to each box. 

4. One member of the group rolls the die. The student whose money 
is on the number rolled must re«i the sight word on that box. 

5. If the student is correct, s/he gets all the money on the board. 

If not, the money s/he put on the box is divided among the other 
students. 

6. The game continues until one student has won all the money from 
the other students. 
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BBS 



T Al JUaiAtJil 


TVio A^wt^nf A #Hifi nlav tic tuv tnp i\T hutSfi ffi^ 7c)<*hniiiiif»fi^ 








NOTE: Tbis game can be used wil^ any ccnnpetency to pmctice 




woniiw It is also gomi for ptonund^tion pxactit^ as Usto 




of 3-4 woffds can be put bi €«ch box and a studoat must 




pronounce tii«n all ccmediy to fet Ae mcmey. 
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IDEA SUGGESTED BY: 

ESL Staff 

Hie Ck>nsortium: 

The Expfinment in Interuational Living 
Save the Children Federation 
World Education 

Phanat Nikhom, ThaUand 



COMPETENCY: Lo<»te f aciUties 
within housing 

LEVEL: A.B 


3.2 


GENERAL 





Estimated Time 

Objective 

Materials 

Diiections 



Variations 



ERLC 



30 minutes 



Students can looite facilities within housing. 



Picttures of rooms fmd facilities in an qpartment/house or cards 
with the names of the rooms of &cilit^ on tli^m 



1. Put pictures (or words) of differant rooms and facilities in a house 
or ^(^otment in differrat pim:^ in the classroom (e^., bedroom, 
Uving room, kitchc^^ tetiitoom, Immdry, fixe escape^ ^bage chute). 

2. Review/introduce the names for these rooms and fiatcilities* 

3. Ask, '"Where is the (bedroom) ? The stwlents point to the pictui^ 
or word CBiXeA md s&y^ **Here,'* **There,'* **Ov«r there." Facilities 
such as **fire escape'' can be plac^ outside the classroom and students 
can practice ^^Outtide/' 

4. Students tate turns asking each other for the location of different 
rooms and facilities. 



e The pictures/words can be posted together in the &ont of the class- 
room and students can pl^ the run and touch f^me vihen the 
questions are asked (see Genial Technique: vocabulary games). 

e The students can ghre other directions to locate tibe rooms/ 
facilities (e.g.> Turn xi^t. Turn left. Gro strai^t). 

• To practice prepositions, the teacher <^ draw items indde rooms 
and students can pnu^tiice such phrases as: The stove is Jn the 
kitchen. 
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IDEA SUGGESTED BY: 

£SL Staff, The Consortium 
Galang, Indonesia 

ESL Staff, The Consortium 
Ffaanat Nikhom, Thailaod 



- --■ - ■ .. - _ 

Estimated Tbm 


30 


minutes 




%^ ▼ V 


Stodents can locate facilities within hcmsing using 










Materials 


Student workiAieets A and B (see sample). 




Directions 


i 

1. 


xtv/mXa Uic CISSS uivU {MwhTS WSBn IJlve naiX ox M»c SbUCK^vS vlwmSlMKVh d\ 








and the other half Worksheet B. WorMieet A i« the completed 








apartment buildic^ grkl; W<Hrki^beet B is an ^pty apartment 








bu0diiw grkl witibi ^ nfenes of tdbaces to be found writ^ cm the 








side. 






2. 


Stud^ts sit back to back so that Student B c^mnot see Student A"^ 








worki^ieet. 






a 


IRiiiHisnf T\ luuMi f Ha Itfif ckti WnrtcfihA^t t) and flfihfl oupstinnfl of 








Student A to locate the facilities: 








B: Where is tliei^m/rj'? 








A: It's in the basemen f. 








B: 9ilme is the Jire escape? 








A: It*s outside on the /e//. 








B: Where if apartment iy4 ? 








A: It*s on ttje 3rd floor on the left. 






4. 


Whan SUid^t B labds all the facilities on Work^eet B, the students 








then compare ^eir grids. 




Variation 


• 


For iu^er levds: 








Stiuient A has a grid of a room in the house with furniture. 








Stud^t B has an empty room. The stodents sit back to back 








and Student A describes his room to Student B. Student B must 








dmw in the furniture as its location is de^bed. Example : 








The sofa is between the windows. The chair is next to tine sofa 








i^gainst the longest waU. 








— This activity can also be done using doll house furniture. 








The students give each other directum for placing the pieces 








of furniture on a house floor ^m: 








Put bed next to the dresser. 
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COMPETENCY: Locate faciUties 
within housing 


3.2 


LEVEL: B.C 


D~8, 10) 


GENERAL 





Stud^ts <^ use a house/room grid to prsc^ following diiections. 
The class is divided into groups. Each group has a large sheet of paper 
and a tamkex. The t/^xim nstids a descriptikm of a house or a ro<»n 
in the house to ev&cyotis. S/he thcsn r^ats it, sentence by sent^ce, 
as eadbi group draws Hie house/room according to the description. 



WORKSHEET A 



3A 


ae 




3C 






i 






\ IB 

\ 


i 
1 


IC 




— V 
\ 




r 




WORKSHEET B 







1 




i 

1 

1 


1 
1 

1 

1 


I 

! 

i 

I 

i{ 




i 


i 

1 


1 

1 

f 

1 




'1 









APARTMENTS 
3A 38 3C 
2A 2B 2C 
1A IB IC 
STAIRS 
ELEVATOR 
FIRE ESCAPE 
tAUNDRY 
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IDEA SUGGESTED BY: 

ESL Staff 

The ComottAam: 

The Experiment in Intanational laving 
Save &e Ohulbihren F^ieration 

Galang, Indoncaa 



€X>MP£TENCY: Get infoimatioii about 
costs, e^., rent, utilities, etc. 


1 A t 

14.1 


l^VEL: AU 




lillNttilAJL 

TCCHNIQUE: Communication Games 





Estimated Time 


80 minutes -1 hour (ctepending on the cl^ level) 


OI(kctive 


Students ciai get information about housii^ indudiii^ type of housingt 




^ze, cost. 


XflalCIlalS 


A set of 24 ladxed caxds. Each ciyrd hi^ a pictute of <me type of housing 




and tells the number of foon^is and price pef monl^. For each set one caid 




is marked 'T^ant" and the oth^ is marked ^^Landlord/lady " 




(see sampte). 


Directions 


Follow the directions for communication games (see General 




Tedmiqu^)« 




1. 


Ohoose enou0i pairs of cards so that ecKh student has 1 card. Half of 






tiie class are ''landlordsAai^"; the otiii^ half ^ 'tenants/* 




2. 


Hie landlords/ladies sit in a row on one side of the room. The 






tenants go £rom one hindlord to another asking and answering 






the following qui^ons: 






Landlord Aady: What kind of housing do you need/want? 






Tenant: I wantM^ ^ house/iy:^ment. 






^andloxd/l»iy: How mmy rooms do ycm want/need? 






Tenant: 3 rooms. 






How much is the rent? 






Landlord/lady: $250 per month. 






(amount) 




3. 


If the landlordAac^ do^ not have appropriate houi^g^ B/he si^s. 






"Pm sorry, I don't have that" The tenant then moves to another 






landlord^ady until s/he finds the housing that matches her/his card. 






NOTE: For low level classes, only the better students should take 






the role of landlord/lady. 
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XV DC #%£ U/>| 11^ 1 %lfl 


Ur if UIMRI 


ncnil 


01 




5 


$3004X1 


02 


Hmm 


8 


$moo 


03 


Hmm 


S 


$425.00 


04 


Howi 


6 


$400.00 


OS 




6 


$426jQ0 


06 




0 


$^^^0^0 


07 




4 


$23^ 


08 




4 


$300^ 


09 


Ifoim 


4 


$3X&JQQ 


10 




3 




11 


Hoim 


3 


$260jOO 


12 


Ham 


3 


$2^jOO 


13 




3 


$125j00 


14 




3 


$1504)0 


15 




3 


$1754)0 


16 


ApiTtnwit 


4 


$176.00 


17 




4 


$2154)0 


18 


ApirtmMt 


4 




19 




6 


$2^00 


20 


Apsi biNiit 


S 


$2454)0 


21 




8 


$3604)0 


22 




0 


$310j00 


23 




0 




24 




0 


$396.00 



SAMPLE PA] 



CARDS: 



SETl 


















9 ROOMS 












/\ 
















n 








n 




TENAKfT 


tANOLORO/LADy 



SET 13 















3 ROOMS 










D D □ 


MO. 






□ 0 0 


MO. 




D O D 








□ DO 






ODD 








ODD 






O PI D 








ono 




TENANT 




LANOVORQ/LAOy 



ERIC 



268 



B61 



IDEA SUGGESTED BY: 

ESLStatt 

Itid ComoTthun: 

llie Expeximetit in Intomatioiial living 
Save the CMdvon Fedefatton 
WoildEduGa^n 



COMPETENCY: Get inforaiatioii about 
costs, e.g^ vent, utiUties, etc. 



14.i 

(H-2) 



LEVEL: A, B 



G^^IERAL 

TEOiNK^: Rolel^ 



Estimated Time 



30 minutes 



Ot](^tive 



Students can pay the lequired rent each month and realise 
l^e cfHute^ooces of ncrt i^iyhig &e xent. 



Materials 



House signs (House 1, Hmise 2, House 3) 
Play money 



Directions 



1. 



Draw three houses on the board and label them: 



'♦House 1: $300/mo."; "House 2: $250 /mo."; "House 3: $350/mo." 

2. Place a sign "House l"in front of Student 1 ; "House 2" in front 
of Student 2; "House 3" in front of Student 3. 

3. Student 1 is given ouiug^ money for 4 months rent ($1200); 
Student 2 is given enough money for 4 months rent ($1000); 
Studatit 3 is given enough money for 2 months rent ($ 700); 
Student 4 is given $700 but no house. 

4. Point to yourself and say "Landlord." Point to the 4 students 
and say, "Tenant." 

6. The landlord writes "January 1" on the board and goes to 

tenants 1, 2, and 3 and says, "Please pay the rent" The tenants 
pay the ^propriate amounts to the landlord. 

6. The landlord writes "February 1" on the boar 1 and repeats step 5. 

7. The landlord writes "March 1" on the board and goes to each 
tenant to collect the rent Tenants 1 and 2 pay the rent 
Tenant 3 does not have any more money. Since s/he cannot 
pay the rent, the landlord takes away her/his House 3 sign, 

8. The landlord goes to Tenant 4 and asks, "Do you want to rent 
this house?" Tenant 4 says, "Yes" and pays tiie rent for March. 

5. The landlord then writes "April 1" on the board and repeats step 5 
but with Tenant 4 taking the place of Tenant 3. 



erIc i 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Escp^iment in Intanational Living 
Save the (Mtdr^ Fed^tion 
World Education 

!%anat Nikhom, 'Hiaiiand 



COMPETENCY: Get infomation about 


14.1 
(H-21) 


LEVEL: D, E 




GENERAL 

TECHNIQUE: Conmitxation (Literacy Games) 



Estimated Time 
Ob^ctive 

Materials 
Directions 



ERIC 



30 minutes 



Students can read abbreviations used in ads for hmise or iqpartment 
rentals. 



3x5 car^ with housing ed words md tlidr idUAeviaticms 



1. Introdui^ ccmimcm al^Kreviations found in housb^ 

2. Divide the class into small groups Bsa4 give group a set of 
3x5 cards with the following words cm half of the cards and their 
abbreviatiims on tib^ other fauilf of ^e cards: 



furnished 


fum. 


imfunii^ed 


unfum. 






near 


nr. 


school 


sch. 


bedroom 


bedrm. 


numth 


mo* 


per 


/ 


pairing 


pking. 


large 








j^Uic tran^rtation 


pub. trans* 


utihiies included 


util. incL 



3. The students play a conce«/raft*o« game (see General Techniques) 
using the cards. 
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IDEASUCXSESTEDBY: 
m^aff 

The ^qpedoteat in Intematkmal living 
Save the Oiildren Federation 
W<^ Eduoilion 

Hianat Nikhom* lliailand 



CX)MI^TENCY: Get information about 
costs, e.g., sent, utiUties, etc. 


14.1 
16,21) 


LEVEL: C,D.E 






GENERAL 

TEOBNIQUE: Role Hay 





Estanated Time 


SO minutes 


Objective 


StiKients can f4«r infcmnation about rent, utUiti€»s, etc. 


Materials 


Limsa wwit ads (see samx^ ) 




S^ent handouts wiiii qu^<nis below or cue cards 




1. AskiMie stuc^t to sit facing ^ dass. Place one of the laxge want ads 




on tl^ chalkbaard b^iind the st^Mtent. 




2. Without looking at ti»e ad, the student asks hesr/his clasmates Hie 




rouowsc^ ^piesunxos wnMas can oe wnnsn on a scuc^nc nanaouv or 




cued by the teacher u«ng si^t word cards: 




Is it a IKoHso 0^ i^partiKi6iit? 




How many bedroom*? 




How mwh is tbe rent? 




b tli^ a l»ise? How long? 




Is a d^osit ze<pi]ied? 




Is It fumi^ed or unfiirmshed? 




Does it include utilities? 




What number do I call? 




NOTE: If deposit and lease are not mmitioned in the ad, class should 




answer, **I don't know." 




3. After the questions have b^n ensured, the class then asks the 




shident: 




Oass: Do you want to rent it? 




Student Y^/No. 




Class: Why /Why not? 




Stu<tent: (giw^reaa>n) 




4. To verify understanding, the cla^ may then ask the student the same 




questions as in #2 to see if »/he remembers the answers. 




5. The procedure is repeated with a new student and a new want ad. 
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Which s^parta^t is Irigget? 




house dmp&t!? 








nicer? 








1^ aioti^ for you? 




better (for you)? 




has moxe bedrooms? 




has more space? 




ig a better deal (dei^)? 








r>hflllrhmiiv) Ami M^mmtfiA nil tluim ttslfiif thfi frdlciwfntf lunifiiM^* 




Whk^ one is the t^j^? 




dfcMsqpeit? 




most ^pensive? 




nic^t? 




most comfortable? 




best (for you)? 




has tiie bedrooms? 




has ^e m<M^ apace? 




istheb^deS? 




Whidh {^mrtmeot do ywx want? 




nCmSB 








1 want the one that cwts . .. 








is 




• Onrifff**^ 1 i^iiucient gets a card which contains a fictitious 




description of her/his family and income. 








You and your wife have three children. Her mother Hves with you. 




Your income is $80O/mo. 








Oip a number of housing ads to the blackboard or put them in a pUe 




on a table. Each student chooses a house ox apartment that Hts her/his 




"family" and "income." 

• 


. ^ 
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SAMPLE WANT ADS 




miiM7 



UkifiimiriMI. t0iQ^mo.iMtiiid.afil. 

3mo.i«tit. 

946-7643 



imMA^ RHtdnft. 6 mo. ttMi. 

itici. ui^At 8(K' 6 6W 



Two iMCboom apt. ftimi$h«d. S260/mo. 
Ind. titi).|300diNi.nr. tdiool. 
678-1234 



4lidrai.tioitst. Zbtttit. INiftmddMd. 

CaU 909.8787 aftarS. 

1tidnn.apt. Ft^ femisNd. $3N)0. 
Ifld. iitil. $^di(p. 6nM. Imm. 
887-5464 



2 txinn. apt. Paitly fumishad. 
$275/mo. 8 mo. Imm $278 daposit. 

tnd. titU. Can 534<36% 



ERlCs 
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IDEA SUGGESTED BY: 

Heman Supmdy K. 
The Con»»tium: 

The Exf^ixnent ui Intomattonal Living 
Save the Childxen Federation 

Oaking, Indott^a 



COMPETENCY: Secure household 
repairs 


14.2 


LEVEL: A, B 




GENERAL 

TECHNIQUE: Dialogue Grid 





Estimated Time 


1 hour 


Oti^tive 


Studtsnts can secure hous^okl repairs. 


Materials 


Picture dialogue grid (see other side) 


Directions 


1. Post the dialogue grid in front of the class. 




2« Using tne teomiquia aioii^e grias (see General iBchniquef 




teftch ih^ fo&owinfi dialoiaie! 




A: Ul This is . . 




Of X e8« 




A: Is thib the landloKi? 




(Is ?) 








Can I help you? 




A' Mv toilet lA leftkinff 




B' Yes 




A: Can you fix it tomorrow? 




B: No. Not tomorrow. 




A: '^hen can you fis it? 




B: l*uesd£^. 




A: Tuesday? 




B: Yes. 




A: What time? 




B: 2 P.M. 








2 P.M. 




Thanks. Good-bye. 




3: Good-bye. 


Variation 


Substitute pictures of different household problems for ihe 




"leaking toilet" picture and/or substitute different days and times. 



ERIC 



274 



567 



IDEA SUGGESTED BY: 

£SL Staff 

The Consortium: 

The Experiment in International Living 
Save the (^bUdren Federation 
Woild Education 

Fhanat Nikhom, Thailand 



COMPETENCY: Secure household 
repairs 

LEVEL: C.D 
GENERAL 

TECHNIQUE: Oral Dialogue 



14.2 
(H-5. 9, 
IS) 



Estimated Time 


30 minutes 


Olj^tive 


Students can call the landlord to sectne household repahis. 




P^ip^uwft fdhAwtnfir vnvfoiifi hminpliolH nTv^MAivifi 


Directions 






oral dUdogues): 








B: Hello. MfQr X «^}eak to tiie landlord? 




A: Speatdz^ 




B: Vm^ (neom) in Aputment 12. 




Mv shower doesn t work. Can vou fix it? 




(problem) 




A: Yes. I'll come over now. 




B: Thanks^ 




2. AftCT students have pr^ticed the dialogue, they sit in pairs in 




a long liiie as in the following dkgrsnn: 




/^^TEACHER 




o o 




0 O PAIRS OF 




Q Q STUDENTS 




o o 




O 0 




3. Sl^d at one end of the line and hold up a problem card 




(a picture of something vnong in tiie house). 




4. Direct the stud^ts on one side to be the tenant. They will call 




their partners who are the landlords to report the problem. 




5. Everyone does the above dul<^e at the same time using language 




appropriate to the picture cue. 




6. Hold up another card and direct the other side to be tiie c ^Uers. 




7. This actiidty continues tmtil the students have pracl^ed reporting 




4-5 houi^hold problems. 
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Variatioii 



The concentrk circle technique (See General Tedm^pies} can also 
be iised to piracture Uie dialogue. 
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IDEA SUGGESTED BY: 
AndOa Mttxdyastuti 
VoB Consortiuiii: 

The ExpariUt^t in Intematioaal Uving 
Save tibie Qilldren Fectocation 

Galang, Indoi^ia 



COMPETENCY: Secufe household 
xepBixs 

LEVEL: E 



GENERAL 

TECHNIQUE: Sorambted Woxds and Sentences 




Estimated Time 

Objective 

Materials 

Directions 



ERIC 



1 hour 



Stodents can get infonnation about household xepsors. 



EiK^ s^t^ce of the dialt^ue l^ow cut into individual yr<adB 
and placed in enveU^j^ one envelope for eadi sentence 



X. PiKsent the following dialc^e nMte the students listen. 
"Calling the Plumber" 



Carol: 

Piumber: 

Carol: 

Plumber. 



Carol: 

Plumber: 
Carol: 



I have a probtem with my dak. 
What's wrong? 

I osn't turn His water off completely. 

The fau^t keei» on dripping. 

Oh, that sounds Hke it*s just a wa^er. 

You can buy a new one in any hardware store and 

change it yourself. 

I'm not very good at taat kind of thing, but 111 try. 
How much will you charge if 1 cant do it myself? 
I^lK>r is $25.00 an hour plus any charge for parts. 
Thante for your help. 



2. Rep^t Uie dialogue, but do not teach it to the class. 

3. Divide the students into groups. 

4. Each ^oup gets an envelope whicl contains one sentence in the 
dialogue cut into ^parate words. 

5. The students work in their groups to arrange ths words into a 
sentence. 

6. One student from es^h group reads the group's sentence to the other 
students. 

7. Students ask questions about new vocabulary words or idioms. 

8. The grou{% work together to arrange the sentences into a dialogue. 

9. After the dialogue has been arranged, the students can practice it 
in pairs. 
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IDEA SUGGESTED BY: 

SSL$ta« 

Itie Ck>nsoTtiuin: 

ThB ExiMoriment in International Uvii^ 
Sa^ the Children Fedesration 
W<»M Education 

Phanat Nikhom, ThaUand 



COMPETENCY: Get infbnnation about 


14.1 




14.2 


15, 




16, 20) 


LEVEL: E 




GENERAL 




TECHNIQUE: Role Play 





Estimated Time 


1 hour 


Objective 


Stiui^ts can act asorooriatelv as tenants in H\fi T I $S 


Mateiia£i 


Pieces of psp&t wi^ one situation on eadi 


Directions 


1 . Wnte the following si^tions on ptec^ of jpi^per : 




X ou wwib M3 xuwvv mu/ a nousei uui ii s very cuny. 




Ask the landlord to (^ma^ it befoze you move in. 




— It's winter and your apartment is very cold. Call the landlord 




and ask him to turn ut> l^e heat. 




— You*d like to have your s^partment painted. Ask tiie landlord 




if he can do it. 




You don't have enou^ furniture. Ask the landlord if hell 




give you t%vo chairs md another bed. 




— Your friend and his three brothers want to move in Math you. 




Explain to him that your apartoient is too small and the lease 




do^not p@nnit additional oonipants. 




~ Ask an American friend to heip you find a house to rent. 




~- Thelockonyouri^Tartmentdoor isbrok^. Ask your landlord 




if you can fix it in exchange for $20 off your rent. 




— You're having a loud party and at midnii^t a policeman comes 




to your door and asks you to turn down the music. 




— The landlord wants to raise your rent. Ask him if you can do 




odd jol^ rather tiian raise the rcnt. 




2. The students are divided into pairs; each pair draws one of the 




dtuations. Either spontaneously or with prepamtion, e^ role pliers 




the situation. 




3. After each role pk^, the students can discuss the issu^ involved 




and the best way to handle the situation in the U.S. 


Variation 


This activity can b > ontinued for several dr vs in order to aUow 




more than one pr. .f sUidents to do each situation. 
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IDEA SUGGESTED BY: 
Fred Ligon 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



Estimated Time 

Objective 

I^iaterials 

Directions 



Variation 



COMPETENCY: 


Report emergencies, 
e,g,, fixes, buiiglary 


14 J 

J t a ^ %. 


LEVEL: A, B 






GENERAL 

I bCtllNlVifUtl. 


Dialogue 
Role Play 





30 minutes - 1 hour 



Students can report household emeigencies by phone. 



Pictures of household emergencies 
2 telephones 



1. Show a picture of an emergency 

House on jfire 
~ Robl^r stealing money 

— Car accident 

~ Baby drinking poison 
~ Stove on fire 

— Elephant sitting on a man (or other humorous picture) 
2* Introduce the dialogue: (see Genml Techniques) 

Caller: 



Emergency 
Operator: 

Caller: 



Emergency 
Operator: 



Hel p! Fire! ( depending on picture cue) 
(problem) 



V/hat's your address? 

14 Oak Street 
(addre^) 

OK. Well be there soon. 



After the studente have practiced the role of **callrr'* in the dialogue 
as a group, give a phone to one student and then show her/him one 
of the pictures. The student must call the emei^ency personnel 
(the teacher), report the problem, and give Uie address. Fur low level 
clas>seSf the problem can be expre^ed in one word (Fire! Robber! 
Accident! Poison!). 



For fun, intersperse the serious pictures with ridiculous emei^encies 
(e.g., the elephant sitting on the man) und see if students can describe 
the problem to the emergency operator. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Cimsortium: 

The Bxpefiment in International Living 
Bscve the Cfaildr^ F^eration 
World Education 

Fhanat Nikhom, Thailand 



e.g., fire, buii^aiy 

LEVEL: A, B 


14.3 
(H-6) 


GENERAL 

TECHNIQUE: Role Play 







Estiinateil Tinie 
Objective 
Materials 
Directions 



SOnunutes 

Students can report houMhold 



1. Draw a row of hcHises on the Iniaid and put an addie^ 

2. Give two students tel6(.hon^ and ie^sign thexn tbe rolaB of tiie house 
owi^ and the fire department operator. 

3. Draw flames comii^ out of erne of tibe houses and begin erasing 
the house. 

4. The ^^house owner'' stuctent must call the fire department and repiHt 
the fire^ lE^vxng the street addri?^. 

A: HdSo. 

B: Help! Fire! 

A: What's your address? 

B: 5 Apple Street 
(ewidiess) 

5. The oth^ student (iS]^ department) must '^arrive" at the fii^ before 
the teachCT has completely erased the house. 

6. The activ' ' v continues until several psdrs of student have had a chance 
to practic* . 
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ESLStafI 
HieConsoitiuin: 

The £3q3eriment in International Living 
Save the Childien Federation 
WiHdd Education 



IDEA SUGGESTED BY: 



COMPETENCY: Report emeisencies, 
e. g., fire, buiglaiy 



14.3 
(H~16) 



LEVEL: D,E 



GENERAL 

TECHNIQUE: Role Play 



I'littU^ Nikhom, Thailand 



Estnnated Time 



1 hour 



Objective 



Students can report household emergencies. 



Materials 



Slips of ps^ wH&k emerg^ocy sitoations 



Oitections 



1. 



Write the followhig emeti^ncy siUtations on slii^ of pi^per: 



~~ Your nei^bor rum into ymir hmise and tells you his house 
is on fire. Hi^ hhn call the fire des^rtinent 

— Your grandfath^ has a h^irt attack. CaQ an ambulance. 
~~ Your.baby drank poisnim. (M an amlmlaiM^e. 

— SomeiHte com^ in your house while you axe sleeping and 
robs you. He runs awsy and you call the police. 

— You're eating dinner with a Mend when he starts choking on food. 
Call an ambulance. 

— Someone falls in your house and breaks his 1^. Call an 
ambulance. 

— Astral^ man is following you toy our apmisnent. Lock tiie door 
and oill the police. 

2. "Xlie is divided into pairs. Bach pair draws one strip of paper. 

3. The students role pli^ ^e situation with one person being the victim 
and the other the emergency peraoimel. 
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IDEA SUGGESTED BY: 

Luuismittda O. Tc^ 
Sussm O.Togje 

International Catholic Motion 
Comm^on (ICMC) 

Bataan, Philippines 



ERIC 



COMPETENCY: Locate ^ropriate 
housing 

LEVEL: C,D 
GENERAL 

TECHNIQUE: Dialogue Grids 



14.4 
(H-1,'2, 7, 











Estimated Time 


1 hour 






Oujective 


Students can get information about tent, utiUties, etc. 




Materials 


Dialf^ue gidUi (see attached) 




Directions 


1. Post tibe dialc^e grid in front of the class. Using the pictures 






as cuCT, pr^ent the following dialogue between a landlord and a 






prc^Mntive tenant: (see General Techniques: dialogue grids) 






T: 


Good morning! 






L: 


Good morning! May I help you? 






T: 


Y^, please. Vm looking for a place to Ihre. 








Do you have a house for rent? 








Yes. 






T: 


How many bedrooms are there? 






L: 


2 tearooms ana 1 oatnroom. 






T: 


How much is the rent? 






L: 


$350 a month. 






T: 


Is it fiunnished? 






L* 


Yes. 






T: 


When do I pay? 






L: 


On the first day of every month. 






T: 


U there a deposit? 






L« 


Yes, $350. 






**<r « 


Is thei« a cleaning deposit? 






L: 


Yes, $75. 






T: 


Are the utili^ included? 






L; 


You pay gas and electricity. I pay water. 






T: 


Is there a school nearby? 






L: 


Yes. 






T: 


How long is the lease? 






L: 


1 year. 






T: 


Are pets allowed? 






L: 


Yes. One small pet. 






T: 


When can I see it? 






L: 


On Monday, Nov. 14. 






T: 


Thanks a lot! 






L: 


You're welcome. See you on Monday. 


1 m 
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For more advanced da«i^ inlxoduGe the dialogue by poin^ng to the 
individual pktures and asking the s^ui^ts to d^relqp the dialogue. 

After the stuiknts fixub^ practicing tibte diak^ue imtQy. ihe^ can work 
together in pairs and write the dialogue, using the pictures as cues. 




IDEA SUGGESTED BY; 
Center for Applied Linguistics 
Manila, Philippines 



COMPETENCY: Locate appropriate 
housing 


14.4 
(H-16) 


LEVEL. D 




GENERAL 

TECHNIQUE: Concentric Circle Drill 





Estimated Time 
Ofa|ective 
Materials 
Directions 



Variation 



ERIC 



30 minutes 

Students can locate appropriate h<»ising. 

Want ada for apartments rfrom new^iapexs or written by the teacher) 



1 . Choc^ ads for apartment which indude information 
on the following: 

— fumi^ed/unfumished 

— tenHgth of lease 

— location 

2. The students ^t in concentric circles. Each student in the inner circle 
has a want ad and is the landlord. Each student in the outer circle 

is a tenant who wants to rent an ^artment. 

3. Write tiie j5rsf qu^on on the boani: 

"Is the apartment &mi^ed?'' 

4. ^db tenant asks the question to the landlord and the landlord 
responds based on her/his want ad. 

5. The tenants move to the right in the circle and continue asking 
the qu^tions to other landlords until the teacher says, "Stop." 

6. St^ 3-5 are repeated with additional questions: 

— Axe pets aUowed? 

— Are children allowed? 

— Is there a lease? How long is the lease? 

• - Is die apartment near a school/public transportation? 



Check the students' comprehension by stopping the circle drill after each 
question has been asked several times. Pointing to individual landlords, 
ask the tenants if that landlord has a furnished apartment/allows pets/ 
requires a lease, etc. 
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COMPETENCY COMPETENCY NUMBER 

Address envelope and packages 10.1 

3uy iteais at the post office 10.2 

Locate diff««nt mail slots 10.3 

Lot^te places to maU things 10.4 

Prepare a money order 10.5 

*♦ Notify post office of change of address 10.6 

** Regist*ir mail 10.7 

** Pick up maU 10.8 

*♦ Complete alien change of address 10.9 

** Prepare cttstoms and insurance documents 10.10 

** Register for the draft 10.11 
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IDEASUGGESl^D BY: 
Ma. Comon Molod 

Intenuttiond C^tibolk Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: 


AddNSS er»^o|»j» 
and ps»;jkag^ 


10.1 
(POF ^ 2) 


l£\EL: A, B 






GENERAL 
lii.wllnllV*-'^' 







Estimated Time 

Objective 

Mateiids 



Directions 



1 hiKir 



Students can address envelopes. 



Addr»s con^Km^ts on 3 x 5 caxds 
Large paper to represent an envelope 



1. 



Write the following words on strips of p««pe-- and 
review (or teach) the words by s^ing the word and 
having students point to the correct word as it is said: 



NAME 



NUMBER 



STREET 



CITY 



STATE 



ZIP CODE 



2. 



3. 



Make several sets of these sight words on 3 x 5 cards and divide 
the class into groups of 4-5 students. Give each group a set of the 
cards and a large piece of paper to represent an envelope 

Each group tries to arrange the strips in the proper order for an 
envelope. Move around the room pointing out problems and helping 
students figure out where to place the address components on an 
envelope. The envelopes should look like this when finished: 



NAME 




NUMBER 


STREET 


CITY 


STATE ZIP CODE 



4. Give each group address strips including: 
— a person's name 



Mr. Phok Vang 



— a street number 
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ERIC 
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Variation 



ERIC 



— the name of a stieet 



— the name of a city 



tile name of a state 



— a zip code 



Main St. 



WhitUer 



California 



90606 



5. The stod^te arrange the canis on the lar^ envelope to make an 
Amerl<»n addr^. The students can con^fiete to see whK;h 
group can be first to arrange the envelope components correctly. 



Give students the components for a return address and have l^em place 
these in the correct position on an envelope. 
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IDEA SUGGESTED BY: 
Candelaria P. Fuentes 

International Catholic Migration 
Commisnon (ICMC) 

Bataan, Philippines 



Estimated Time 

Obiiective 

Materials 

Directions 



COMPETENCY: Address envelopes 
£ind packi^es 


tc.i 

(POF - 2) 


LEVEL: A, B, C 




GENERAL 

TECHNIQUE: Flarficards (Uteracy Games) 



15 minutes 

Students can reci^nize sight words and their abbievkitions. 



Si^t^KTord cards: half with words; the othor half with their abbre- 
viations 



1 . Write the following words and their abbreviations on cards and review 
their meanings wiUi tihie class. 



STREET 



ST. 



ROAD 



RD. 



DRIVE 



DR. 



BOULEVARD 



BLVD. 



2. Distribute the strips, one to each student. (There can be duplicate 
strips so that each student has one; each sfar^p ^ould have a match.) 

3. Students move around the room looking for the strip that 
matches the one that s/bc has. 

NOTE: This ac^ty can also be used with Competency 6.1 : 
I^ocate means of tran^ortation. 
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IDEA SUGGESTED BY: 
CaiKtelaria P. Fuentes 

International Catholic Migration 
Commission (ICMC) 

Batean, Philippines 



CCWIPETENCY: 


Address envelopes 


10.1 




and packer 


(POF-2) 


LEVEL: C 






GENERAL 






TECHNIQUE: 


Operations 





Estimated Time 
Oliiectivc 
Materials 
Directiom 



ERIQ 



30 minutes 



Students can address an envelope. 



Envelopes for each student 



Use tiie proceduze fat operations (see Genend Tediniques) to present 
the following drill: 

1. Write your fiiend*s first name in the middle of the envelope. 

2. Write your friend's last name next to ^e first name. 

3. Write your fr^d's address under the name. 

4. Write the city und^ the address. 

5. Put a comma after Hie city. 

6. Write tiie state to the ri^t of the city. 

7 . Write the zip code to the right of the state. 

8. Write the country under the city. 

9. Write your reUim address in the upper left-hand comer. 

10. Seal the envelope. 

11. Get a stamp. 

12. Lick the stamp. 

13. Put the stamp in the upper right-hand comer. 

14. Mail your btter. 
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0)EA SUGGESTED BY: 
£SL Staff 

The Consortium: 

The Expeortment in Intamational Living 
Save ^ QiUdxmi Federation 

Galang, Indon^ia 



COMPETENCY: Address envelopes 

and packages 


IC.l 
(POF - 2) 


LEVEL: D, E 




GENERAL 

TECHNIQUE: Dictation 





ERIC 



Estimated Tmie 

Otifective 

Materials 

Directions 



Variations 



1 hour 



Students can read and understand American addr^e^ 



Address cards 
Narrative cards 



1. Half of the class ^ giv^ fuidress cards with typical American 
addresMis: 



e^.: 



Mr. Bob Jones 
55 Main St. 

Boston, Mffisachusetts 02105 



2. Tlie other half of the class is given cards with the same information, 
but in narrative form. 



Mr. Bob Joni» lives in Boston, Massachusetts. 
He lives at 55 Main Street, His zip code is 
02105. 



3. Students witih the address cards read their addresses to Uie students 
with the narrative cards. The students must listen and try to match 
their n. Tative d^riptions with the iddresses. 

4. Sl^d^ts in each group exchange cards and those with the narrative 
cards read their descriptions. Students with the address cards must 
listen for l^eur matches. 



Students work in pairs. One student in each pair his an address card. 
The other student must write the address in correct envelope format 
as the first student i^ads it. 
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Sla^etoats w<»& fiQ One student ill »M;h pak has a nanative caid. 
S/he reads the nanrallve &sd and the oth^stu^t must write the 
infonnatkm in an em?elope addr^ f oimat 

A €€MC€ntmtion game (see titscAcy Clones) can be phored with 
the two sets of cardb wi^ stud^ts trying to rranember the locations 
of tibe dilKfisent cards in order to make nwtc^ies. (This is a very 
diffiddt activity.) 
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IDEA SUGGESTED BY: 

Dedi Sua»di» Igti^us Suraato and 
Anton Suwazno 

The Cons(»tium: 

The Bxp^iment to Intemattonal Livii^ 
Save the (^dnm Federation 

Galang, Indonesia 



Estimated Unte 

Obifective 

Mateiials 



Piiections 



aWIPETENCY : Buy items at the 

postoi^ce 



LEVEL: B 

GENERAL 
TECHNIQUE: 



10.? 
(POF-3) 



Snakes and Ladders Game 
(Utes6sy Games) 



30 nunutes 



S^ui^ts can buy items at the piM o£Gce. 



Game board 

Markexs 

Dice 

1. The students sit around the game t>oani. II the class is krge* 
there ^ould be two or more game boards. 

2. Student 1 throws one die and moves her/his marLer according to the 
number shown on the die. 

3. The student next to Stuctent 1 asks the question, "May I help you?" 

4. Student 1 answers depending on where s/he has landed on the board. 

Example: Student 1 throws "2" on the dfe. S/he moves two 
spaces to the box with two lO-cent stamps: 

Stud^t2: May I help you? 

Student 1: I want to buy two l(k:ent stamps. 

5. If the marker is on a number with an arrow that points either up or 
down, the student must move har/his marker, following the direction 
of the arrow. 

6. The game continues until one student reaches the last number 
(no. 40). That student is the winner and gets a money order for 
$1000. 
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IDEA SUGGESTED BY: 

£^ Staff 

ITte Consortiuin: 

The £xpaimOTt in Intematioiial Living 
Save the CWldien Federation 
Woild Bkhication 

Phftnat Niidioiii» Thailand 



COMPETENCY: Buy items at the 


10.2 
(POF~3) 


I^VEL: C, D 




GENERAL 

TEOINIQUE: Vocabulaiy Game: 
Run and Toudi 





Esthnated Thi»s 
Oliifective 
Materials 
Oifectiom 



30 minutes 



Students can pay coziect amount for it^ns at a post office. 



None 



1. Divide liie class into two teams. Eadi team stands in a line at the 
end of the room opp<^te the blackboard. 

2 Write the following prices on the board: 

fixstHdaai stamp: 20^ 
airmail stamp: 40^ 
aerc^ramme: 30«l 

3. out one of the combinsd^ons below. The first student in each 
group runs to the blackboard with a piece of chalk. The first 
one to figure out the total cost gets a point for her/his team. 



SAMPLE COMBINATIONS: 

— I want 2 ftEffogmmm^ and three 20^ stamt^. 

— I want five 40^ stamps and one 20^ stamp. 

— Vd like three airmaU stamjra and two aerogrammes. 

— Vd like two 20<! stamps, 1 airmail stamp and 2 aerogrammes. 

— I want five first-class stami». 

— I'd like six aerqgrwnm^ and two 40^ stamps, 
etc. 



ERIC 
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IDEA SUGGESTED BY: 
Marietta Amular 

International Catholic Motion 
Commission (XCMC) 

Bataan, Pfaittppin^ 



COMPETENCY: Locate maU slots 



LEVEL: B 
GENERAL 

TECHNIQUE: Fluency Sqtiares 



10.3 
(POF 4) 



U .... I m m m.. wmmm , -l ■ . in ii ii 1 11 i., .11 . . I 

■ 



Estimated Time ^ minutes 



Ofc^tive Students can loi»(te mail sloU. 



Materials Laige fluency square (see below) 



Diiections Follow ^ genetal pxoceduie for fluency squares (see General 

Technkiues) to ^idt the following langua^: 

Rhin and Jim live in New Yoi^ 

Rhin wants to mail a letter to his friend in Malaysia. 

He buys a 4<V stamp. 

He drops the letter in ^e '^airmail" slot. 

Jim wants to send a letter to his friend in California. 
He buys a 20^ stamp. 

He drops the letter in the '*out of town" slot. 




IDEA SUGGESTED BY: 
Davicl Stttcey Gardner 

Intemattonal CathoUc Migration 
Conunis^on (ICMC) 

Bataan, PhilHipines 



Estimated Time 

Objective 

Materials 



Directions 



ERIC 



COMPETENCY: Locate mail slots 
LEVEL: 



0 



GENERAL 

TECHNIQUE: Role Play 



\0J 
(POF-4) 



Ihoiar 



Students can addre^ envelopes and locate the appropriate mail slots. 



SH^ of paper witii the name of esdi st»tet ftiul an toaginary address 

in Hbe U.S. in one of 4-5 dtit^ or in a foreign country (2 et^i^ 

of ^tch student's tmnefBd&m$) 

A command written on a ptece of paper (one/student) 

One envelope for each student 

A mail box with slots for "local," "out of town" and "airmail" 



1. Each student is given a piece of paper with her/his name and an 
address from one of 4-5 cities in the U.S. or in a foreign country. 

2. The students divide into 4-5 groups by sitting witti other students 
from the same city. 

3. The teacher asks each student questions about her/his address: 

e.g.-. What state are you from? 
What is your city? 
What's your zip code? 
What's your country? 

4. Eadi student gets a blank envelope »id a paper with the name and 
address of a cla^ate. 

5. The stud^ts address their envdopes and put their return addresses 
on the envelopes. 

6. Each student lE^ts a pt^r with a command (e.g., walk to t^e door) 
which s/he puts in the envelope. Hie student also draws a stamp for the 
Impropriate amount on tibe envelope. 

7. The students mail their letters by city, choosing the impropriate 
box "local," "out of town," or "airmail" As each irtudent 
approaches the maUbo*, the teacher can ask, "Where is the letter 
going?" "Which slot do you use?" 

8. One student acts as the mailman and (teUvers the letters to the other 
students. 

9. Each student opens her/his letter and performs the command written 
oa the pspes. 



IDEA SUCXSESTED BY: 

SSL Staff 

The Consoitium: 

The Exp&dxaent in Internationa Living 
Save the CMdven Federation 
Wo^ Education 

Pfaanat Nikhom, Thailand 



VfViwrja 1 ci^c 1 . Aucuress levi^rs/ 
packages; Buy items at the post 
office; JUocate diffaieit mail slots 


10.13 
(POF-2, 3,4) 


LEVEL: C 




GENERAL 

TECHNIQUE: Role Play 





Estimated Time 

Oosjective 

Materials 



Directions 



46 minutes 



Students can buy items in the post ofiTke. 



Signs: U.S. POST OFFICE: LOS ANGELES. CALIFORNU; STAMPS; 

LOCAL; OUT OF TOWN; AIRMAIL 
Play Money 
Stanqjs 
Envelopes 



1. Each student i^diesses an enveloj^ to anyone s/he wants to. 

, 2. The class is set up like a post office with sight-word signs: U.S. POST 
OFFICE: LOS ANGELES, CALIFORNIA; STAMPS; LOCAL; 
OUT OF TOWN; AIRMAIL 

3. Several students are clerks; the others are customers. The clerks 
stand behind a counter, liiey have sUmps and change. The 
customers have money and t^e letters they want to mail. 

4. After each student buys her/his stamp and puts it on the 
envelope, s/he mails the letter in the appropriate mail slot. 

5. The teacher then dhecks the letters in the different mail slots to see 
if they are in the correct slots, are addressed correctly, have a return 
address, and have the appropriate postage. Any letters with 
mistakes are returned to the sender for correction. 
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IDEA SUGGESTED BY: 
Fred Li^n 
Tlie Gonasrtium: 

The ibcp€dment in International living 
Save the CMdi«n Fed^tion 

Oalang, Indon^a 



CC»IPETENCY: 


Locate places to 

mai\ tiiinCS 


10.4 

(D~2;SH~U) 


UEVEL: A, B 






GENERAL 
TECHNIQUE: 


Picture Stortes 





Estimated Time 
Obfective 
Materiab 
Directions 



1 hour 

Students can rec<^mze si^t word POST OFFICE and hours. 
Copies of pkture story (sm below)* 



I. The teacher follows the ^eral diiectitms tta picture stories 
(see General Tecfan&iues) using the story "OPEN 9:00.'* 




Ti^n from Amorica, In SIflht by Fred Ugon wnd Herrmn S.K. 
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IDEA SUGGESTED BY: 
ESL Staff 

International Catholic Migration 
Commission (ICMC) 

Bataan« Philippines 



COMPETENCY : Locate places to 

mail things 


10.4 
(D 5. 10) 


LEVEL: C 




GENERAL 

TECHNIQUE: More Use of Rods 





Estimated Time 

Objective 

Materials 



Directions 



1 hour 



Students can locate places to mail thing's. 



Large paper to draw map 

Symbols for iniUding iden^cation (Red Ctom for Ho^ital, 
picture of ^ple tos Supermarket, coin for Bank, stamp for Post 
Office, police badge for Police Station, clottiii^ for Department 
Store, different stadents' homes) 



This activity reviews previously learned directions to locate 
different places and adds '*post ofHce" to places alreidy studied. 



1. Divide the students into small groufm. Each group gets 10 rods, 
a la:i^e piece of pBpex to build a cismmunity, ai^ ^mbols 

to iden^ different buildings (see other side). 

2. The students are given 10 minute to build t^eir community, 
drawing streets on the pBp&c^ putting a ^mlK>l by each of 

the different rod buildings and locating them eiong several streets 
in a downtown ar^ 



3. The students then work togetha to figure out how tiney would 
give directions to find the different buildings £rom various 
lotions. 



4. After each group prepares its directions. Group 1 calls one 
student ttom Group 2 to come to its town. The studmt 
from Group 2 takes a rod to symbolize her/himself and puts it 
at some place on the msp and asks: "Can you tell me how to get 
to post office? " (How do I go to the post office? J 

(place (place) 

5. Group 1 l^hen givi^ directions to the student firom Group 2 to 
locate the post office. 

(place) 

6. The students continue (1 team at a time) asking direction 
qu^ons until all students have asked a question. 
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IDEA SUGGESTED BY: 
KSL Staff 

Hie Consortium: 

The Experiment in International Living 
Save the Children Federation 
Worki Education 

Phanat Nikhom 



COMPETENCY : Locate places to 
mail thinp 

LEVEL: AU 



T* 



10.4 
(LIT -9) 



GENERAL 

TECHNIQUE: Vocabulary Game: Rvm and Touch 



Estimated Time 
Objective 
Materials 
Directions 



o ■ 

ERIC 



dOmhitttes 



Student can locate plac^ to mml things. 



Map of town 



This activity teimytn previously leioned place names and adds **p<^ o£Sce' 
to pl»:es already studied. 

1. Post a map of the town with the names of the building that have 
already beea pnu:ticed in previous competenci^. The new building 
will be the post office. 

2. The students line up by teams at the opposite end of the room from 
the map. The teacher calls out an artksle (e.g., iE»r<^ramme, 
shoes, ^les« stamps) and one student from each team runs to 

the map. The fi^ student to point to the proper store ^ts a point 
for her/his team. 

3. The winner must say a sentence, suc^h as: 

I'm going to the post office to buy an aerogramme. 
I'm %om% to the shoe store to bay shoes. 
l*m going to the supermarket to buy apples . 
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IDEA SUGGESTED BY: 

Center tot Appli^ linguistics 
Manila, PhiUppines 



COMPETENCY: Px&paie a money 

oxdsx 

LEVEL: All 


1 V«3 

(B-4) 


GENERAL 

TECHNIOUE' Rok Vias 







ERIC 



Estimated Tfane 


30 minutes 




j&tudcmte cAii btiv and OYifiDd^nfi a ixioxic^ i^Ddfif * 


Materials 


Blmik money oid^ 






iiireciiOliS 


1 T\ififs4Ktite fi> Afif»h fitiirfmt canls tiiat incltule the following 








— name of pesson to receive the money order 




— amount of the money order 




2. Each stud^t §(m to fiie poft office and ptirdiases a money order for 




Hie ammint on h^/his card. Vm ^e foUowing dialo^e which 




^ould alieaii^ hacve b^n driUed (Me General Techniques: 




dialogues). For low levels the teacher takes the role of clerk. 




For high^ lev^ students can perform both n>l^. 




Post Office Qerk: May I he^ you? 




Customer: I want to buy a money order. 




Oezk: How mudi is it for? 




Customer: $75. 




Clei^: (stamps in the amount): The fee is 




$1.50, so ^lat'a $75 plus $1.50. The 




total is $76.50. 




Cui^mer: (hancto mon^ to cl^k) 




Clerk: Here you are. Write the person's name 




here. Put the date heire. Then put 




your name ami! addreM here. 




Customer. Thank you. 
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ISSUING 
UOCATtON , 



Money Order 



No 8580346 



Pay 



DQLB 



CTS 



f^T TO sxcseo fsooor 



TO THi 
OAOiH 




CHICAGO, tUUIiO^I 



•^08 580 at, En* 



7 20*-.00 3^«: 



ERjCo 
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IDEA SUGGESTED BY: 
Center for ApphsA LIngu&itks 

Manila, Philw^^ 



COMFETENCY: Pr^offire a money 
ozder 

LEVEL: AQ 


10.5 


GENERAL 





Estimated Time 
Objective 
Matefials 
Dimctions 



ERIC 



80 minutes — 1 hour dep^kduig on class level 
Students can ptcpare a money order. 
Blank moi^ order (attached) 

1. The teacher writw her/his name and address on the boaid. 

2. Ead) student gets a Mank mor^ ord^. 

3. The t^K^ conducta the following operation drOl (see 
Gen^ Techniques): 

— Take a money order. 

— Put your adfbeMhexe (stwtents write own address). 

— Signh«« (studeits ^gn own names). 

" Fut the date hare (stiu^ts write tiie day's date). 

— Tdl the dark it^ for $S0. Watdi him stamp the amount. 

— Pay the dark $60. phis $1.00 to buy the money order. 

— Put the teacher's name and address here (students copy 
from the board). 

— Give tiie mon^ ord^ to the t^u^er. 
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Monty Orcfef 



ISSUING 



No 8&8G346 



Pay 



DOL'S 



CTS 



NOT TO £XCC€0 fSOO^OT 



TO THl 



SiONATVIIf OP PUmCHA^m 



AO0IIISS 



ERiC« 
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IDEA SUGGESTED BY: 
fted U^n 
The Consortium: 

The Experiment in International Livii^ 
^ve the Chikhen Federation 

Galang, Indonesia 



CX)MPETOSCY: 
LEVEL: A. B 


Prenare a monev 
order 


in 
(B-4) 


GENERAL 
TECHNIQUE: 






Board Game 
(Lit^^»^ Acttvittes) 





Estimate Tini^ 1 hour 



Objective Students can i»epare a money order. 



Materials Board game (see other ^de) 

Worksheet 

Dice 

Different color maric^ for ea^ student 



Directions 1. Hie students put their markers in the upper left-hand comer 

of tibe b<Mird. 



2. Each student throws one die and moves the number of sp^Mies 
debated by the dk. 

3. The box tbiat the i^udent lands on shows what information s/he 
should use when 1Mo$ out the worksh^. 

4. After each move hidk^ted by the die, eadj student should also 
move her/his markor to the next comer before throwing the die 
again. Moving to liie next corner makes it impcmble to have 
more than one element from each row. 

Example: Student 1 throws the die and gets a "3." S/he moves 

her/his marker three spac^ to Feb. 28, 198 . S/he fills 
in thib infonnation in the de4e section. The other students 
then throw the die and fill in the date information. Then 
Student 1 moves to the box "Pay to the Order of and 
again throws her/his die. If s/he throws "1** s/he moves 
to the box labelled ''Mike Paul'* and puts this name 
in the blank "Pay to the Order of." Each student con- 
tinues in turn until everyone's money order is filled hi. 

5. After students have all filled in their money orders the teach^ can ask 
qu^tioiu to individual indents: 

Who's it to? 
How much is it for? 
What is the date? 
Where do you sign? 
What's your address? 



Q 1/1 
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« 



DATE 



JAN 6, 







♦« 




cor 9« 



my 1^ 



OF 



4119.00 



#4a.oo 



ORDER 



4 S 41 



HI 



21 
9 
ST. 



w I w i g 1 »^ 



1 



I 



i4 



I? 

I 



5 



i 



r«*w ffww In SiQht by Fred Ligon, The Expmiment in inmrnaHonal LMng. 
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!D£A SUGGESTED BY: 
Ma nlUi, Philippine* 



COMPETENCY: Notily iHMt omce 
of cfa«}^ of addzeis 

1£VEL: C,D,K 



10.6 



GENERAL 

TECHNIQUE: Use of Vbnuils: Bbasy Recomtntction 



EstbnatedTime 
Objective 

Maleiiate 
Directions 



ERIC 



1 hom 



Studmsts can notify post o^ce of change of address. 



Pktuiegprld (attftdbed) 

Qunge of addse»s f onm («ee other skte) 



1. Presmt Uiefcdlowingstoiyudng the picture grid (see CSenexal 
Tedbyoiqu^: mmttives). 

tu Mr. Brown and famfly lived at 5 Main Street. One day they 
moved to a new house at 10 Apph St. 

b. The next day the maihnan came to 5 Main St with a letter 
for Mr. Brown. Hie house was empty. Where was Mr. Brown? 

c. The maihnan took the lettcar back to the post office ami rotun»e)d 
it to the send^. The lett^ was marked, "Moved. Left no 
address.'* 

d. One day Mr. Erown <»me to the pc»rt office to buy a sttunp. 
The clerk recognissed Mr. Brown and asked him, *'Did you 
move?" Mr. Brown said, "Y^." The derk said, **Plea8e fiU 
out this change of address form." 

e. Mr. Brown filled out ^ form. 

f. The next day the mailman took letters to Mr. Brown at 
10 Apple Street. 

2. Resd the narrative seveml tim^ and then ask qu^ons. 

3. Students reproduce the stoiy orally or in writing. 

4. Students practice filUng out change of addr^ form for 
Mr. Brown. 
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SAMPLE CHANGE OF ADDRESS ORDER 



CHAMQE OF ADDRESS ORDER 

IMAii. OR DlklVBR TO FOST Of^FtCC Of filfi AOTO -S8 



porrAOc 
If MAtteo 



To. 



POSTMACTER 



City 



Stitt. 



ZIP 



















THtS CM&EJI ntOVmSS for til* fbf- 

0# e^VKMM fof « 9«rt04 RM ^ til* 


Print m Type /£^/ Mme, ffryf Nme, MUU^ tfriM) 






niANOE OF i%IH»ESS IS 


g 
s 


No. ai^ St.« Apt^ l^tfi» P.O* Box 01 R JD* No. iio o«i« oj) 










1^ Offke« S^U ind ZIP Code 








i AGRtli TO PAY f^ORWARmii^ 

KmAGE ran mac^u^i^ rem 

90 DAYS 














Q HO □ YliJ 




No. and SU Apt, Sui^ PX). Box or R J>. No. (Isi cans oO 




















CARRim 

ENOORSEMBNT 


i 


POit Omce, SUte and ZIP Code 






CARRIED ROi»TE NUMIEU 


Efiecl^DRte 


If Tetnporaiy, Expititten Date 






DATE KNTEJUiO 


Sifs Hero 


Date SJtned 






niFo»f<i3S75«Miiy 1978 





erIc ? 
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IDEA SUGGESTED BY: 
C^t^ for Applied Linguistics 

Manila, Hiilippin^ 



COMPETENCY: Complete alien change 
of address form 


10.9 
(POF - 8) 


LEVEL: D, E 




GENERAL 

TECHNIQUE: Role Play 





Estknated Tim^ 

Materials 
Directions 



30 minutes 

Stiidpnte cftn fill out an alien change of addb%ss fonn. 
1 form for each student (see ^mple) 



1. £:^lain that when an alien chai^^ her/his addr^ s/he must notify 
the Xmnugration and Naturatissation Semce. 

2. Give each student a copy of the form. 

3. Staidents go throu^ the form together and practk^e filling out the 
form using a '^ast £dd]^ss^' and a ^^pr^ent address*' in the U.S. 

4. After each student has filled out the form, s/he can go to the post 
office, buy a stamp and mail it in the proper box. 



ERJC } 
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SAMPLE INS FORM AR-1 1 



f 



SAME (Ust m CA^) 




! .M< tS THE UNTISD STATES AS 


CDUNTHY Of 
CmZENSHIP 


JMTE Of raCTH 


OOFT NUMKK ntOM AU£N CARD 

A 



TIUSG^ Al>0A£SS IScnect at iml 0M«l rC^ «r ^ C^l (ScMt (2Uo Cock* 



(IT ABOVE AS^D»SSS £S T^MPO«AllY) I «kimec« •» mmi titetv ^cM 



LAST All^MESS fSttfBcvorimimM 








1 ^PlimK FOX m ATmiSD SCM)01 AT: lEaiMom's Nmc m N«P( 












?OHT or ENtXY INTO UJS. 


DATE Of ENWY IVTO 


IF NOT A raiMANENT 
iUSm^NT. MY STAY IN 
TK£ VS. EXFfX£S €»V 


sfca^Attru 


DATE 




All«>ll W!-f9IN 









o 
< 



z 

U 

i 



» u - « 

i I 



- z 

5b 



s * 



m Q 



55g 

« *• < 

g « 

« # 2 

* s * 

X 0 s 

* u 

O ^ y 

« ^ 3 

< ^ « 

5 ^ » 

3 >• i 

^ M o 

» • * 



i « $ 

» s 

I* 

« >- f 



i * 
0 * 
If 

u 



« 2 



e 4. 



s 
u 



12 

4 Q 



0 

o s 

2 4 



2 « 
«• » o 

"52 

02 = 

« • £ 

s z ^ 

3 £ 
O 

«i ^ « 

M • 



^ 5 



m 9 



2 • 

a • 

« f> * 

o £ o 

* ft. 

£2^ 



■Si 



1' 

I 

4ji 



DEPARTMENT OF JUSTICE 
immigniMMi »ml Naturaliwtton Seivtce 
Wasftif^ton. O.C. 20S36 



FFOllT 



Tranqx>rtatkHi 



COMPETENCY COMPETENCY NUMBER 

Locate temm of txansportaUoii 6.1 

Iiocate a jtisufse 6*2 

Buy tnrnsptsrtatioi! service 12.1 

Use tnaisiH>rtatioii syatenu, by 

foot, on ti^ bus, subway, train, plane 12.2 

Handle emezgencies 12.3 

Give directicms 12.4 
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IDEA SUGGESTED B .': 
Fred Ligon 
The Consortium: 

The Experiment in International Living 
Save the Childzen Fedieration 

Galang, Indonesia 



COMPETENCY: 


Locate means of 
uonspurvauun 


6.1 


LEVEL: A 






GENERAL 
TECHNIQUE: 


Si#it Word Recognition 
(Literacy Activity) 



ERIC 



Estimated Time 
Objective 
Materials 
Directions 



10 minutes 

Students can identify transiKjrtation signs. 

Matching Grid (see attached) 

1 , Introduce the following sight words : 



STREET (ST.) 
ROAD (RD.) 
AVENUE (AVE.) 



BUS 

BUS STOP 
EXIT 



± After the students are familiar with these words and their 

meanings, distribute the "Matching Grid" to individual students 
or to pairs of students. 

3. The students draw a line from Hxe sight word to its abbreviation 
or to the picture ttiat repr^ents it. 

4. Review by pointing to the picture or abbreviation and asking the 
students to say the name. 



31b 



613 




A(fyip^ fnm \n SHlht by Fred U^m, Tfw Exfmiment in Intmrmticn^J Living. 

erJc 3 1 ,'j 



IDEA SUGGESTFD BY: 
Fred Ligon 
The Consortium: 

The Exp«rimeut in International Living 
Save the Giiklrra Federation 

Galang, Indonesia 



ERIC 



COMPETENCY: Locate means of 


6.1 




6.2 




LEVEL: A» 3 


D-2,6) 


GENERAL 




TECHNIQUE: DnUs 





Estimated Time 


1 hour 


Objective 


Students can give directions to diffeient d^tinations by bus. 


Materials 


Wori(^eet (see other sicte) 






Directions 


I. ine teacner or a siuaeni asKs, 




Wntric IS W1*J unt^ aiu/K i 




(place) 




A second student responds by: 




a) saying, "On Orange Avenue" 








C) urawiTig it ciTviit; ari/unu wit? mx^^ shaiau 




d) pointing at the drug store 




This exchange can continue until all the si^it words on the worksheet 




have been identified. 




2. A stud^t can ask, •'What bus do I take?" A second student can 




re^nd by: 




a) saying, "Bus #2" 




b) putting a marker on Bus #2 




c) pointing at Bus #2 




Wh«j doing this activity in small groups, one studejt in each group 




can "lead." The other students can indicate on their own worksheets 




ttiat they understand. Students can take turns asking the questions. 




A student can draw ^e route that the bus woukl take 




— with her/his finger 




- with a pencil 
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Taken from In Si^ by Fred Ugon, The Experiment in International Li\^ing. 



IDEA SUGGESTED BY: 

ESL Staff 

The ConsorUum: 

The Experiment in International Living 
Save the Children Federation 
Woiid Education 

Phanat Nikhom, Thailand 



COMPETENCY: Locate a place 

LEVEL: A 

GENERAL 

TECHNIQUE: Substitution Drills 



6.2 
(D-2, S) 



Fla;^csrds (Literacy Games) 



ERIC 



Estimated Time 
Ob^tive 
Materials 
Directions 



Variation 



30 minutes 



Students €»n locate a place. 



Si#it word cat6a for places in a town 



1 . Re^w ^e w<»ds for previoudy learned names of places in 
a town. 

2. Post the cards witfe the si^t words in differait locations in the class- 
room. 

3. Call out the name of the locati(Hi(e.g.,Ho^ta!) and ask students 
to point to the appropriate card. 

4. Introduce the qu^tion, ••Where is the hospital?" Point to the comect 
sight word and si^, •*Om there.** 

5. Continue pointing to other s^ht words and ask, "Where is tiie (place) ?* 
The students re^nd with •'Over there." 

6. Half of ttie cl£^ a8ks,**Where is the (place)? " and the ciher half of 
the class r^p<md8 by pointing and saying, **Over there.*' 

7. Then two students demonstrate by asking and answering 
the qu^on in frant of the class. 

8. The student are <£vii(ted into pairs. pair a list of the sight 
words Uiat are posted in the room. Students take turns going down 
the list and asking each other the locations of the di^erent places. 

9. Introduce common direction expressions, e.g., •'Turn ri^it,** '"Turn 
left," "Go straight" The students practice following the directions 
given by the teacher in answer to ^e question, •'Where is the ?" 

10. Ask cme student to go out of the room. Move the sij^t word cards 
to different locations in the ro<»n and turn over the cards so the 
words cannot be ]^ul. The student returns to the class. Ask the 
stud^t, ••Where do you want to go?" Based on ^e student's 
response, give the student directions, "Go strai^t, "Turn left," etc., 
until the student reaches her/his destination. S/he turns over the card 
and sees if s/he has re^onded correctiy to the directions. 

Higher levels can give the directions to eadh other. 
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IDEA SUGGESTED BY: 
Steven de Bonis 

Internationa Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Locate a place 

LEVEL: B, C 
GENERAL 

TECHNIQUE: Use of Visuds 
Rejoinder Drills 




Estiinated Time 


1 hour 




Stud^ts can locate a place. 




Preposition Map and cutcmts of places in a city (see attached) 


Directions 


1. 


Review the sight words of places in a city with the class. 










2. 


Introduce the prepositions **next to/* "across from" and 






^^betw^" bjf i^owii^ looitiona on a map or by using tlie locations 






of students or items in the classroom. 




3. 


The students practice asking, *'Wh^ is the desk? " 






(item) 






and answerii!^: **It's next to the window. " 












or ♦•Where is ChaoV* 






(studenty 






"He's between Chue and Ma.** 






(student) (studtent) 




4. 


A pair of students (Pair A) come to the front of the cla^ wh^ 






tiie Piepositi<m Map is taped to the chalkboard. 




5. 


Another pair of students (FalrB) ^t at dei^ with the 






Preposition Map in front of than. They arran^ the cutouts on 






the m^ in any way they choose. Notiiing should be put on 






the spaces with an 'OC.*' The rest of tiie class look at Pair B's map, 






but the students at the board cannot see the map. 




6. 


Pair A ask the questions that i^pear at the bottom of Iheir mwp: 






"Whu/e is the hospital/market/bus station/<tentist'8 office?'* 




7. 


Pair B answer, based on the arrangement of their map (e.g., "across 






from the school"; "next to the doctor's office"). 




8. 


Pair A tape the cutouts to their map in accordance with the 






respond of Pair B. If mistakes are made, the othe^ students can help. 




9. 


When all ihe questions have been asked, the students compare the 


d ■ ' — — 




two maps to see if they are the same. 



Vaxiation 



ERIC 



10. Half of the class tii^ ask ques^<»8, *meieistiie ?" 

Is file next to ^ , ?** siad the other half answer 



**Next to/aczoss fiKHn the 



1' or "Yes/no.' 



This activity can be dtme as a dyad (mtivity (see General Techniquei) 
with the ^udents sitting back to back, eadi with a noap and cutouts. 
Two to thvse sttuJ^ts be on esich side to help if mistakes 
are made. 



CUTOUTS 



4> 



HOSPITAL 



©MS STATION 




sua ©TATlOf^ 






SUI<«l<MAfCKeT 
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SAMPLE COMPLETED MAP 



SCHOOL. 



II 

nxi, rF> nu. 





HOSPJTAI- 



doctor's aFf*iom 




gREV HOVMD BUS UHB 





1 . Where's the ho^ital? 

2. ^iVhere's tiie supermarket? 

3. Whore's the bus station? 

4 . Where's the dentist's office? 



ERlCo 



PREPOSITION MAP 



SCHOOL 



& ^ fe. 



DOCTOR'S C^FICE 





1. Where's the hospital? 

2. Where's the supermarket? 

3. Where's the bus staticm? 

4. Where's the deattefS office? 



ERIC 
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IDEA SUGGESTED BY: 
Steven de Bonis 

International Catiiolic Migration 
Commission (ICMC) 

Bataan^ Philippines 



COMPETENCY: Locate -place 

LEVEL: C 

GENERAL 

TECHNIQUE: direction Drills 



6.2 
(D-2, 5, 
10) 



Estimated Time 

Ob^tive 

Materials 



Directions 



ERia 



1 hour 



Studmits can locate a place bjr following oral directions. 



A large map composed of rectang^® rqiresenl^ city blocks 
3x5 cards 

^t wad **H(^PITAL" card (3 x 5) 



1. Put a lai!^ grid on the board and tell the students that this is a map 
of a city. Point out the streets and the blocks. 




2. Using your fingers, '"walk down a street of the city and say, 
**Go strai^t." Repeat the acticm on other streets until students 
can understand and produce the command, "Go strai^t." 

3. Introduce 'Tum left," "Turn right," "Go one block," "On the 
comer" following the procedure in step 2. 

4. Whai the students have practiced the individual directions in a lai^e 
group, ask one student to come to the map and another student to 
give her/him directions. Sfeident 1 follows the directions by tracing 
the n>ute on the map. 
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5. Mter the sfeideits have had iwactk»givii« and following the 
tions, put the si^t word card 'HOSPITAL** on the map. Two 
stud^ts come to the map and have the following exchan^: 

A: Where is the hospital? 

B: Go strai^t two hlocl» and turn ri^t. Go strai^t (me Idock. 
It*s <»i tiie left covner. 

As Stud^t B gives ^ directiom, S^;Ktent A foUows tiie route <m 
the 1^ with h^/hiB &igei8. 

6. cawnge^ieposltiim of the s^t word "HOSPITAL.*' Additfemia pai» 
of students practice giving and f<dkmii« directicms as in 8^ 

7. Ask oi^ student to dose her/his eres leave tiie room). Putthe 
**HOSPITAL*' card facedown on tltemi^. Also put 4 tdaak cards 
of the same size on the map. 

8. The 8tiKieiitop«isher/hto eyes or returns to tiw room and asks, 

is the hMpital?*' tlie ottor stui^ts give directions wfaidi 
the student fi^U>ws with her/hbifte^ Whoi the student lei^ 
the card w^ikdis/heheUevesteprM^ts^eho^t^ s/hepuilstt 
&omthemi«J. If "HO^ITAL** is wntt«i <m tite oth« ^ irf the card, 
the student has followed the directicms correctly. 

9. Additional sUtdents can prac^f(^owingdh«ctionsgiva:it^ the 
class or the class can be divided into small groups. Ef»h group ^ ghroi 
a map and cards to perfcmn the above activity. 



Variation 



Additional si^t words for places in a town can be i^ded, and stuctents 
can give directions to other locations. 
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IDEA SUGGESTED BY: 
U. Ntkwal^ Hadi Santosa 
nieCcmsortium: 

The Experiment in International Living 
Save the Children Federation 

Galang« Indonesia 



COMPETENCY: Locate a place 
LEVEL: C,D,E 
GENERAL 

TECHNIQUE: More Use of Rods 



6.2 
10) 



Estimate Tin% 

Obiective 

Materials 



Directions 



Variation 



ERiCi 



30 minutes 



StudcHats <^ ask and follow directions. 



Rods 

Lazge sheets of i^per 
Markers 



1. Write on the board the names of pJaces that the students are already 
familiar with: 



MARBJBT 
BUS STATION 



TRAIN STATION 
CLINIC 
SHOE STORE 
SCHOOL 



2. Divide the class into anaU groups. 

3. Give eadi group a lai^ ^eet of paper, markers and toda of different 
colors and siz^. 

4. Ask es^b group to naake a city map by drawing in streets on 
the p(E^}^ and writii^ names on each street 

5. Then tell the students in each group to assign a name of a place to 
different lei^th/<^or rods and to put the rods at various locations 
on the map. 

6. Walk around the K>om and ask the students by group: **Whatis 
this building?" 

7. Aftar the cities are planned and the studente remember which rod 
signifies which plat^ on thdr own maps^ divide each group in half. 
Half go to another group where they ask directions to the places 
listed on the board ("Where is ^ hospitalV*). 

(place) 

The other half stay in the original group and give directions to 
students from another group. 



After students have built their own towns/dties, tiie teacher can use 
a map of a place familiar to the students and the stud^ts can practice 
giving directions. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indone^a 



COMPETENCY: 


Buy transportation 


12.1 






(1-4) 


LEVEL: All 






GENERAL 








tioi6 riay 





Estimated Thne 
Objective 

Materials 



Directions 



ERIC 



1 hour 



Students can wait for, board, pay fares, ride, and get off a bus. 
Students can act appropriately on a bus in the U.S. 



Fare box 

Kay money (change for all students «Ecept two) 
Role pliQT cards (^otiterside) 
Bus transfers 



1. Introduce si^t word vocabulary: BUS STOP, EXACT CHANGE, 
ENTRANCE, EXIT. NO SMOiONG, NO SPITTING, PLSH. 

2. Hie clasiTOcma is set up like a bus in the following diagram: 



DESKS 



pesKS 



□ 



0 



1. BUS STOP 

2. ENTRANCE 

3. PARE BOX 

4. DRIVER 
5« £XIT 



3. 



Post the si^t word signs IB J^jmqjriate places. There should be 
fewer seats than passengers so some students will have to stand. 

One student is the dnver, 8 students are passengers waiting at the 
bus stop and the oth^ students aie pa^ngezs already on the bus. 
Each of the students at the bus aUsp has a card that d^cribes her/his 
role. Low level stud^ts may need to have their roles explained 
to them if ttxeir readii^ ability is low. (See sample roles on othex 
side.) 

The driver sbof^ at the bus stop, mA t^e individual passengers board 
at the £ront and pay their fare. Each student enters individually and 
follows the role on her/his card. The other students ^ould respond to 
this role as Uiey tliink Americans would. 

5. When aU passengers hove boarded the bus, the simulation is &iished. 



4. 
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6. Hi^ level cls^ses can then be divided into groups and discuss why it is 
unacceptable in America to anoke, spit, not have exact change, 
be drunk, etc. on pubUc buses. The students can explain how &e 
same situation would be handled in their own countries. 



SAMPLE ROLES 

You are the driv^. 

You are an old pmon. Get on th<> bus last. 
Ask the driver if this bus goes downtown. 
TeU the driver you want a transfer. 
Ask ttie driver how to ^ to the Young Hotel. 
You are smoking on the bus. 

You dont have exact change. You ask the bus drh^er for change. 
You have exact change. Pay the fare and sit down. 



ERIC 
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IDEA SUGGESTED BY: 
Sesinando de Sagun 

Intemationai Catihioiic Migration 
Commi^ion (ICMC) 

Bataan, Philippines 



Estimated Time 
Objective 
Materials 
Directions 



COMPETENCY: 


Buy transportation 


12.1 




services 


(T-1.7) 


LEVEL: A, B 










TECHNIQUE: 


Dialc^es 





1-2 hours 

Students can buy tickets. 
Pictui^ (see attadied) 



1. Introduce "one-way" and *'round-trip** by drawing the following 
pictures cm tibe bocod: 



a. 




2. Based on tiie picture that the t^^dier points to, the students r^p<»)d 
with "one-w«^" or '*round-trip." 

3. Draw a picture of a child and a picture of m adult and intro- 
duce tile vocabulary "child," "adult," Add another adult and 
another child and tea«*, '*2 adults and 2 children." 

4. The students practice responding to picture cues of 1, 2, 3, etc. 
adults and 1, 2, 3, etc. children. 

5. Put up a picture series: 

A man walking to the bus station 

— The man talking to a clerk over the counter 

— The man boarding the bus 

— The man getting off the bus 

— The man in New York 

— The man getting on a bus 

— The man arriving home 



Variations 



6. Pointing to the pictures (and u^ng rodsorpuppete), 
introduce the dialogue (see Geneml Techniques): 

Gerk: May I help you? 

Man: I need a round^trip ticket to New York. 

Cletk: How many? 

Man: One. How much is tiie ticket? 

Clerk: $65.00. 

Mm: (t^s) Thank you. 

7. Aft^ the slwients have practiced this dial<^e (lai^e groups, small 
grouf^, V^dKh put up tile nest fncture series: 

^ A man and a child finking 

- The man imd the chiki at the bus station 

- The man talking to the cleric 

Hhe nmn and child ^tting (m the Iris 

- The man and the child getting off the bus 

- The man and child in New York 

8. Pr^^^t the following dialc^gue : 

Clerk: May I help you? 

Man: I need two one-way tickets to New York. 

Clerk: How many? 

Man: Two tickets; one adult and one child. 

Clerk: That's $50.00- 

Man: (pays) Thank you. 



The dialogues can be changed to include two adults, round-trip; 
two adulta, one-way; one adnlt, two diildren, round-trip; etc.; by adding 
extra people to the pictw^; by taking away the return picture in the 
1st dialogue; or adding a return trip picture in the 2nd dialogue. 

NOTE: The Integrated Program at Eataan uses a translator to explain 
cultural concepts (e.g., concept of child's ticket being cheaper 
than an adult's). 



ERIC 
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IDEA SUGGESTED BY: 

ESLSta]^ 

IlieCcmsoitium'. 

The EKperiment in Intematicmal Living 
Save the Childien Fedmtion 

Galang, Indonesia 



COMPETENCY: Buy transportation 
services 


12.1 

(T^U7) 


LEVEL: A, B 




GENERAL 

TECHNIWS: Rote Hay 





Estimated Time 

Objecth« 

Materials 



Directions 



ERIC 



1 hour 



Students can buy oae-my or round-txi^ tickets. 



Signs: NEW YORK, OIICAGO, LOS ANGELA 

Tickets to: Chicago, mie-way; Chica^, round-trip; New York, one-way; 

New Yoxk« rouiKl4r^; Los Angdi^, <»^way; Los Angeles, rcHind-txip 

(several cf^ii^ of each) (see sample) 

$600 in play money fc»r each student 

3 large signs that say TICKETS 

Cue cards ff» eadi stud^t (see^unpi^) 



1. 



3. 



4. 



5. 



6. 



7. 



Post the signs that say NEW YORK, CHICAGO, LOS ANGELES 
in th»!e diffenaat part^ ol the rocmi. 

Give the conunanc •*Go to New York" to individual students. 
The students follav the command. 

Introduce "cme-way" and **round-trip" by ^ing to the sign for 
one dty and staying ttiere or going to the dty s^ and then 
retomir^ to the original lo<mti(»i. 

Give commands to the students, "Go to New York, one-way" or 
**Go to Chicago, round4rip." The students follow the commands. 

Show a ticket (attired) and ask individual students to follow the 
directions im tiiie ticket. (A-level stiidents sh<Hdd be able to *'read" 
the tickets by following the arrows and matching the city sii^t word 
with the pitted rmxas of tiie city.) 

Introduce the following dialogue (see General Tediniques: 
DUdogues): 

Clerk: May I help you? 
Customer: Two tickets to New York, please. 
Cl@rk: One-way or round-trip? 
Customer: One-way , pleiyse. 

Oexk'. (giv^ impropriate tickets) Hiat's |_ . 

Customer: (pasi^) 
Clerk: Thank you. 
Customer: Thank you. 

Afte* the students have practiced the dialogue, give ^h student 
a cue card (attached) with the name of the destination and 
the nimiber of tickets s/he wants. 
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8. Hie class is divided into liuree grmqis: one group ^ i& the 
New York area, one in Oiicago aiul <me in Los An^es. Hueeof 
the better sl^ulents can »;t as the ticket {^ts. Itie olto stud^ts 
are trav^tezs. (If ^ class is at a very low level* the tm^0t can be 
the ticket ag^t and all students can start from tme location.) 

9. Each group fbnns a lix^ at its ticket counts. Students request 
Uckets based on tiie inf annati<ai on their cue cards. (The activity 
can aUo be done without cue cante and stik^ts can ask for v^tever 
th^ want.) 

10. Each student p^imns ^ dialog, pays the opptapxiais amount of 
money and then follows the directions on the ticket s/he has pur- 
chased. For example, if s/he has bought a one-way tkket to Chicago, 
s/he goes to CSiicago and aiU down, (f s/he has bought a round-trip 
ticket, New York-Los Angles-New York, s/he goes to Los Angeles 
and then comes back and stts in the New York seat 

11. When all students have finished, look at the new distribution of 
students and check their tickets to see if they have followed their 
tickets' directions. 
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SAMPLE TICKETS: 



NEW YORK - CHICAGO 
$100 



NEW YORK-CHICAGO-NEW YORK 
> round-trip 



$200 



CHICAGO-NEW YORK 

one-way 

$100 



CHICAGONEW YORK-CHICAGO 
* round-trip 



$200 



CHICAGO-LOS ANGELES 
^ one-way 

$125 



CHICAGO-LOS ANGELES^^HICAGO 
round-trip 



$250 



NEW YORK-LOS ANGELES 
y one-way 

$150 



NEW YORK-LOS ANGELES NEW YORK 
"""■> round-trip 



LOS ANGELES-NEW YORK 
.> (Hie-way 

$150 



LOS ANGELES-NEW YORK-LOS ANGELES 
> round-trip 



$300 



LOS ANOELES-CmCAGO 
> one-way 

$125 



LOS ANGELES-CHICAGO-LOS ANGELES 
' — ^ round-tnp 



$250 



SAMPLE CUE CARDS FOR STUDENTS: 



NEW YORK 
^ 



CHICAGO 
^ 



LC^ ANGELES 
> 



NEW YORK 

> 

2 



CHICAGO 
> 
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IDEA SUGGESTED BY: 

MP Amir 

Hie C<»)sortiiim: 

Hie ExpeHment in Intenuitioiial Living 
Sam ^ Qiiidfen Federation 

Galai^, Indonesia 



COMPETENCY: Buy transportation 
services 

LEVEL: B,C 



GENERAL 

TECHNICH^: Use of Visuals: MakeSent^ce 

or Dialogue 




Estimated Tbne 
Ot^tdKre 

Materials 
Directions 



46 minutes 



Stud^ts cm purchase tickets and ask for inf (mnation about 
deptETture mid arrival titn^. 



Picture Cue visual (see sas^ ) 



1. Usii^ the picture me^ elicit an ly^propriate dialogue £rom the studento 
about purchsAi]^ a bus ticket for Boston. Oring a pointer, elidt the 
qu^tion: **May I help you?** fiK»n the ticket seller by drawing a 
question mark 

2. Then eUdt a re^)^ise from the cttrtomer by pointing to the first 
lower bubble vepresoi^ng a ticket to Boston. 

3. A complete dialogue i»a be dicited by pointing to ^ch subsequent 
bubble of ih» ticket seUor and the customer. 

4. Stud^ts m^ produce a variety (^<iueitioi» and r^Kmses, but any 
correct tOKl tppropriate language should be BCceptBd. For example, 
stuiitents may produce: 

What time does the bus leave? 

What tan^ does the bus leave fcs Boston? 

When does the l»is leave? 

5. Whm HiM students have oreated a complete dialq^e based on all 
^e ittctu]^ cu^, Hifi f«€K^ mey be repeated. Hie teach^ cor one of 
the ^dents can write the dialogue on the board, and pairs of students 
can practice. 

A dialogue such as the following may emerge: 

A: May I help you? 

B: I'd like to buy a ticket to Boston. 

A: Onc'jway or rmmd-trip? 

B: One-way. 

A: How many? 

B: Two,idea8e. How much? 

A: $110 for two tickets. 

B: What time does the bus leave? 

A: At9:00AJtf. 

B: And what time does the bus arrive in Boston? 
A: Atl:35P3l. 
B: Thank you. 



er|c ? 
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nCTURECUE 




6. Using classroom Tei^ pairs of i^;iutente can then role play the 
dialc^e for the entire class. 




ERIC 
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IDEA SUGGESTED BY: 
Liz Ccmroy 

International Ca^oUc Migration 
Commission (ICMC) 

Bataan, Pfail^pmes 



COMPETENCY: Buy transportation 
services 


12.1 

(T-7) 


LEVEL. CD 




GENERAL 

'mCHNIQUE: Narrative 





Estimated Tin» 
Otiiective 
Materials 
Diiections 



Variation 



30 minutes - • 1 hour ((tepemiing «ki the numb« of stories used) 
Stuctents txn ask and axmvtet questitms about transportation smices. 
Stories (See below) 

1. Write one of tine stories below on the dialkboard. 

2. Read the paragrai^ aloud ii^e tise students follow sUoitly. 
Read e^ s^tence twice, ^e ^ Ume sli^tly more slowly than 
the second. "Hien real sent^ice a|^ havii^ the students 

S. The students, wmking in pairs ot small groups, hme 10 mhiutes to 
^^lare five questimis tmsed on the story. Ilie stud^ts ^ould 
be encounged to use as many question words as possiUe. 

4. Each pair or group of students ask thdr qu^ons to students in 
other groups. 

5. This activity can be repeated with anoth^ of ihe stories on the same 
day or on a different day. 



Read the story to the students without writing it on the board. 
The students must then write ques^ons based on li^at they 
can remember. 



Story #1 

Ann goes to school by bus. She waits for bus #32 at the bus stop on the 
comer. At 8:00 the bus comes and Ann gets on. She puts her fare in 
the box beside the drhrer. The fare is 6&/k. She bm the exact change and 
doeri't need a ticket or a transfer. She gets off the bus on Washington St. 

Story #2 

Mike goes to work by subway. He goes to the ticket counts and asks for 
one token. He gets a token and $4.50 in diai^ for his $5.00 bill. 
He uses some of the diange for a tdephone call and a pack of cigarettes. 
He gets on the subway car that says "Riv«:side" and gets off at the River- 
side stop. 



,?,4t 



Stofy #3 

Lyim imd tMtr bxotia«r WBtit to vidt ca«i^ "n^go 

downtown to the tiain station and » k for inloin^^ 

They ask questions about the departure time and the cost of ^ tieketa. 

They buy 2 round-trip tickets a&d then get on the Into tiiat says 

••St. Louis." 



■3? 

■■■Tk 

...'IS 



ERIC 
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ID£A SUGGESTED BY: 

E^L Staff 
l^ieConsoTtiuni: 

The Sxp^riment in Intematdonal Living 
Save the Childfen Federation 
Work) Education 

Phanat Nikhom, Thailand 



systems, e.g., by foot, on the bus, 
subwsQP, train, jHane 


12.2 
(T- 11,16) 


LEVEL: B,C 






GENERAL 

TECHNIQUE: SlotDriUs 

Pass and Switch 





Estimated Time 
Objecth^e 

IHrectiom 



Variations 



30 minutes 



Students can l»is tickets; ask and respond to questions about 
departure ai^ arrival tim^. 



Bus tickets with different information (see sample) 



1. Prepare a number of 'tickets" (one f<» e«wh pair of students) 

with information about de8tinati<Hi, date, time of departure, time of 
arrived, cost of ticket, <me-way /round-trip, (see samples) 

2. Divide the students into pairs. 

3. Studait 1 in each pair asks the following qu^ons to Student 2 
who has a ticket. 

Where are you ^ing? 
How are y<ni going? 
When are you going? 
What time do you leave? 
What time do you arrive in . 



How much did the ticket cost? 
Is it one-way or round-trip? 

Student 2 answers the qu^ions ai^vording to the information on 
her/his ticket. 

When the students of each pair have jBnished, they pass their ticket 
to the next pair. The peiraon who asked tiie question, now changes 
roles and answers the questions with a new ticket. 



Use the concentric circle technique (see (General Techniques). 
The students in the outer circle ask the questions to the students 
in the inner circle viho have the tickets. After each student has had 
a chance to ask tije questions, s/he moves around the circle and 
asks the questions to a new student. 

After all the students have asked their questions, each student gets one 
of the tickets. The student must summarize all the information 
on her/his ticket into one or two sentences and then ten the class» 
e.g., "I'm going to Detroit by bus tomorrow at 3:00 P.M. and 
lU arrive at 7:30 the next morning. I have a one-way ticket that 
costs $45." 
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AMEf^l^AW nAmj BPS CO. 

FROM. NEW YORK 

TO : WftSHlNeTDN.ac 

UEAVE : 8^45 cm. 

arrive : 130 p:fii 



qate : may 3J^ 
580031283 



FARE 
$35 

.. II...*! 



AMERICAN mBmr BUS CO. 
FROM : SAN FRANCISO) 
TO : POfyfLAND 
TO : ^ FflANCtSCO 
DEPART. 8»00fi.m. 

DATE : MAY )0,mQi ^ 
5917181082 * ^ 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Exp^in^nt in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Use transportation 
sj^tems, e.g., by foot, on the bus, 
subuvay, train, plane 


' ■ 

(T~U,13) 


LEVEL: B,C 




GENERAL 

TECHNIQUE: Use of Visuals 




Rcjomder IHills 
SlotlMls 





Esttimated Time 
Objective 

Materials 
Dilutions 



Variations 



ERIC 



30 minutes 



Students can read an airplane boarding pass; ask md mmex questions 
about fU^t schedules. 



Airplane boardir^ passes (one for every two st^idents) ^ see sample 



1« Make sample airplane boarding passes. 
Each includi^: 

Flight # 
To 

Gate# 

Time 

Seat# 

2, Studesit 1 is given a boarding pai^. S/he stands in £ront of the class. 
The otitxer students ask her/him questions about each item on the 
boarding ps^;e«g.: 

What is your fli^t number? 
Where are you going? 
What gate is it? 
What's your seat number? 
When do you leave? 



Students be divided into pairs* They sit in a line or in concentric 
circle. Partners ask each other qu^tions. When the students of 
each pair have jBnished^ they give the boarding pass to ^e next pair 
and repeat* 

One student goes to the front of the class. The teacher draws a large 
boarding pass on the board behind the student The student should 
not look at it. The student asks the class questions about the 
boarding pass and they answer. They may ask questions back to the 
student to test her/his memory of their answers. 
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BOARDING PASS: 



NEW WORLD AIR 



5S 
FLIGHT 



7 

GATE 



3:50 
TIME 



BOSTON 
DESTINATION 



ISA 
SEAT 
NUM^R 



ERIC 
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IDEA SUGGESTED BY: 

GSL Staff 

Hie Omsorlhun: 

The Experiment in Intonational Living 
Save Uxe O^k^xm Federation 
W<^ EducaticHi 

Phanat Nikhom, Thailand 



COMPETI^CY: Use transportation 


12-2 
15,17) 


systfrno^, e.g^ by foot^ on the bus. 


subway, train, plane 


LEVEL: C, D 






GENERAL 




TECHNKK^E: Role Play 





Estimitod Time 


1 hour 




Students imn use tran^pcnrtaticm service and ask for transfers. 




Chalk (or large pieces of paper and markers) 




2 toy buses 




Rods to r^pf^^t people 




Destina^im mds: 3x5 cards with the name of a place (optional) 


Diicctioiis 


1. 


The st^ni^ts trnUd a town drawls^ street m the floor with 






cnEiK ano piECing tniiKnrigs wnere iney wisd. iney soouiu raoei uie 






uuuouigs ana inciuue seveim ous swps. ^v/x si>uuenis can ueveiop 






<^ town mi totge f^usces of pas^.) Students ^ould be encouraged 






to si^ak in English as they draw titeir town. 




2. 


Put numbers m two toy busei. Using the town i^e students have 






drawn, ^ow the class which streets the buses run on (two dii^erent 






bus **Lines"). One bm runs by smne Iniildings and c<»in»:ts with 






the other bus vHbidi n ly different bmldii^. 




3. 


Introduce the followir^ questions: 






At the bus stop: 






Where does thii bus go? 






nnea tJiis huR gn fn ? 






\Xrht»re> da I get off tetr ? 






Wh<w Hft I fmnafpr tn gn tn ? 






On tine bus: 






Transfer please. 






Pl^ise tell me when vra get to (advanced) 




4. 


Gwe each student a card with a destination (or ask students to choose 






their own destinations). 




5. 


Using rods as people, ^e students practice cusking ^e bus drivers 






(the teacher or students) the different questions. 




6. 


Individual students "get on" the bus (manipulating tiieir rod people), 






ask for a tranpfer, if necessary, and then get off to toar.'fer or at 






their flnal destinations. 
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IDEA SUGGESTED BY: 
UsConxoy 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippines 



vvriVirCi t cvniv 1 • xjss uMisporcauon 
systems, e.g.« by foot, on the bus, 
subway, tsain, plane 


12.2 
(T-19) 


LEVEL: D 






GENERAL 

TCCHNIQUE: Slot Drills 


, ■ ill ■ 



Estimated TItite 
Objective 
Materials 
Directions 



Variation 



SOminutss 



Students can read schedule at the airport or at the train or bus station. 



Large schedule (see other side) 



1. Reproduce the plane and bus schedule on a large paper and post it 
in front of the room. 

2. Review the si^t words: ARRIVAL, DEPARTURE, DESTINATION, 
GATE, A.M., PJtf ., and introduce FLIGHT #. 

3. Model questions tiiat can be used to get information about departure, 
arrival times, and gate numbers, ludng drills (see General Techniques). 

Sample Questions: 

Where does Flight (no J go? 
What time does Flight f/io./ leave? 
What time does the bus to (place) leave? 
What time does the plane from (place) arrive? 
• From vs^at gate does the bus to ( place) leave? 
Does Flight (no. ) go to Boston? 

4. After the students have practiced the questions and responses as a 
large group, students ask each other the questions. 



Point to boxes on the schedule and cue the questions by saying: 

.? 



T: When does . 

T: Does . . . ? 

T: What time . 

T: What gate . , 



.? 
.? 



Ss: When does fii^t 632 leave? 
Ss: Does train 23 go to Chicago? 
Ss: What time does fli^t 416 arrive? 
Ss: What gate does fli^t 747 leave from? 
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SAN FRANCISCO AIRPORT 





D^tinatioii 


Leaves 


Arrives 


Gate# 


632 


Houston , TX 


12:01 


4:33 


16 


416 


CSiicago, ILL 


1:25 


6:10 


13 


629 


San IHego, OA 


2:15 


4.15 


12 


127 


Boston, MA 


3:30 


8:45 


17 


747 


Atlanta, GA 


5:10 


7:55 


10 



BUS TERMINAL/TRAIN STATION 



Bus or 
Tisin 


Destination 


Departure 


Anivd 


GateoT 
Track # 




Hartfoid« CT 


12:26 AM 


1:45 AM 


6 


23 


Eodiester, NY 


6:40 AM 


7:56 AM 


2 


45 


Long Island, NY 


7:40 AM 


12 Noon 


5 


41 


Elizabeth, NJ 


3:00 PM 


8:40 PM 


4 


32 


Washington, DC 


7:45 PM 


3:00 AM 


1 


62 


Spzin^ld, MA 


9:30 PM 


3:15 AM 


3 
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IDEA SUGGESTED BY: 

n Yustiniaasih 
The Consortium: 

The Experiment in Intematicxnal Living 
Save the Chikbr^ Federation 

Galang, Indonesia 



COMPETENCY: 


Handle emergencies 


12.3 


LEVcL: A 




(It — 5) 


GENERAL 










TCCHNIQUE: 


Role Play 





Estimated Time 

Objective 

Materials 



Directions 



Variation 



ERIC 



30 minutes 



Students can get help in an emedtgency. 



A purse 
Pl^ money 

A toy gun/knife (opticmal) 



1. Post a sign "Supennarkef* and ask two of tiie students to go to 
tibe supermarket. Give one of them a pu^ with money 

(to use for shopping). 

2. As tibe 2 students b^in waUdng to the store, iK>int a toy gun 
at the students, grab the purse and run out of the room. 

3. Return to the class and ask the students, **What do you do?" 

4. Teach the students to yeU, "Help, poUce!" as loud as they can. 

5. Have other students role play similar situations with 1 student 
as the io\A}&; and another as the victim. The victim must yell, 
"Help, police!" after bei^ robbed. 

6. Th&ei take the role of a police officer and get information from 
the victim (name, address, vsliat happened). 



The role play can also take place over the phone. After the student has 
been robbed, s/he can caU the police and i»actice gh^g her/his name 
and address and telling v^&i happened. 
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IDEA SUGGESTED BY: 
ESL Staff 

International Catholic Migration 
Commission (ICMC) 

Bataan, Philippine 



COMPETENCY: 


Handle emergencies 


12.3 


LEVEL: A,B 




(TE - 5) 


GENERAL 
TECHNIQUE: 






Picture Stories 





Estbnated Time 
Objective 
Materials 
Directions 



1 hour 

Students can caU tlie police departm^t in an ^meigectcy. 
Large pict^ story; copies for students (see below) 



1. Follow the general directions for picture stories (see General 
Techniques}, usii^ the fcdlowing picture series: 











SOPHAl. f 






\IW ^ — 

















2, Sul^titute differ^t pictures for the "car accident" so students 
can pnsu^tice getting hdip in other emei^ncy situations. 



O 6 
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IDEA SUGGESTED BY: 

ESL Staff 
HieCtni^xtiuin: 

The Experiment in Intematjcmal Living 
Save the Qiildfen F^oration 
World Education 

Phanat Nikhom, Thailand 



ljUMrc.Ttu\v. Y : nanole emeiqiencies 


12.3 


LEVEL: D 


(TE - 8) 


GENERAL 

TECHNIQUE: Question-Answer 







Estimated Time 
Objective 

Materials 
Duectiom 



ERIC 



30 minutes 



Students can recognize vvfaat is and ^ifhat is not an emexig^cy and can 
re^nd i^l^(KFq|Hrfittely. 



None 



1. 



Write the following situations on the board <a read tiiem one 
at a time: 

Aheartad^k 
A toilet m broken 
A robbery 
Afire 

A headache 
Lost money 

You see a fire near your bouse 
You have a cold 
A car accMent 

Two people are fitting with knives 
A woman havir^ a l^by 
You are lost 



2. 



Aseadisittatioais|H^aitedask."l8this8nemer^cy?** The class 
answers "Yes" or '^o" and then dkcusses bow to respond to 
aEicfa problem, eg., whom to call; what to do. 
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IDEA SUGGESTED BY: 

Center for Applied Linguistics 
MtfiBa, I%ilippines 







IXlMPfc itNCY : Handle emergencies 


12.3 


LEVEL: D, E 


(TE-8) 


GENERAL 






TECHNIQUE: Skits 





Estimated Time 1 hour 



Directive Students can re^pimd appto^esiately in emergency situations. 



Materials Pictures: a tmi acddent; a p«rs(m beii^ robbed; a p^son hit by a tnis; 

a person wfao is on ^e street (see below) 



Directions 1. Post emegency picture (see samples below) in front of the class. 

2. The class is divided into small groups. 

3. Each group chooses one of the pictures and writes a skit based around 
the picture. The groups should include the language that would be 
n^ed to get a»ti$tan(^ in the emergency. Sach group p^orms its 
skit for the class* and the students discuss the problem and appro- 
priate re^tmse. 




IDEA SUGGESTED BY: 

ESL Staff 

Tlie Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Ekiucation 

Phanat Nikhom, Thailand 



lAJMrC 1 liliic T . iNiive curecuons 


f ^ >1 


LEVEL: C 


(D^S, 10) 


GENERAL 

TECHNIQUE: Or^l Dialogues 

Substitution Drills 







Estimated Time 

Objective 

Materials 

Directions 



ERIC 



30 mmutes 

Students can practice giving and understanding directions. 



Map of town 

Strips of {mper with the name of somethii^ to buy at a store 



1. Put a map of a town with stores marked on it in front of the class. 

2. Two students come in front of the dies. One student gets a slip 
of paper that says, "You need some 

(item) 

3. The two students have the following dialogue: 

A: What do you need? 

B: I need some stamps. Where can I buy them? 
(item) 

A: Atthe/?Q5/ office. 
(place) 

B: Where is the pos/ o//?cf? (Can you tell me where 
(place) 
the post office is?) 
(place) 

A: (^as directions using map) 

B: (follows laie directions with her/his finger while Student B 
gives them) 

4. The acthrity continues until several pairs of students have had a chance 
to give and receive directions to buy \^ous items at different 

stor^ in a city. 
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IDEA SUGGESTED BY: 



COMPETENCY: Give directions 



12.4 
(D-10;CL~U) 



ESL Staff 



LEVEL: C,D.E 



Consortium: 
Hie Experiment in Intmational Living 
Save ihe ChUdmx Federation 
World EducaUcm 

Ffaanat Nikhom, lliailand 



GENERAL 

TECHNIQUE: Repetition Drills 



Estimated Time 



20 minutes 



Objective 



Students can clari^ oral direcUons repetition. 



Materials 



None 



Directions 



Give one of the fdUowiny; directicms to the students: 



— Turn ri^t at n&%t comer and walk two blocks. 

— The Ubrary is between tihe r^st office and the pc^ce station, 
two blocks ahead. 

— There's a gas statitm at the next intersection, on the right sidt 

— Hie telei^one company is near the city Imnk, Turn left at the 
next comer. 

~~ There's a supermarket on the other side of the street. 
Keep walking two more bl(»:l<s. 

— Walk two bloclm, then turn left. The drugstore is next to a park. 

— Hie library is straight ahead, aoross the stnect from the school. 

2. Ask a student to repeat the directions given. 

3. Respond with '*rii^t" if l^e directions are given ba:k correctly 
or with a correction if there are mistakes in the repetition of the 
directions. 

4. Continue giving other directions until most of the students have had 
a turn. 

NOTE: Speak as quickly as po^bie to help students improve their 
listening comprehension. Encourage students to ask for 
clarification of any part of the directions they do not 
understand. 




IDtA SUGGESTED BY: 

ESLStaJef 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

n\anat Nikhom, Thailand 



COMPETENCY: Give directions 


12.4 




(CL-^7; 


LEVEL: C,D E 


T~i n 


GENERAL 




TECHNIQUE: Listening Comprehension 



ERIC 



Estimated Time 


30 minutes 


Objective 


Students can clarify directions by t^ing •*Wh" questions. 


Material 


None 


Directions 


!• Read one of the statements below to a student (allowing the &ktke 




claj^ to hear)* 




— Hie bus to Los Angles wiU l^e i^te 10 at 3:30 




~ Bus number a goes to tne snoi^mg c^ter. it com^ in o mmutes. 




— The bus for New York is late. It will leave at 2:15. 




- A round-trip ticket to Dallas a^ts $60. The bus leaves at 7:00 A,M. 




— To go to tJKe beadi, transfer to bus 82 at the next comer. 




- The bus to Washmgton is on time. It will leave m 30 mmut^. 




The bus m>m Minneapolis wUi amve at ^te o m 40 mmutas* 




- It s 150 miles to Denver* It takes 3 hours to get th^« 




A one-way ticket to m^ton is tor actults and ^la tor cniiaren« 




2« A second student asks tne uist student questions aoout tne 




information in the sentence. 




3. The Gmt student answers and then the second student repeats all 




of the information in one sentence. 




Sample exchange: 




Teacher: Tlie bus to Los Angela will leave from gate 10 at 3:30 




(said to Student 1) 




Stodent 2: What time does the bm leave? 




Student 1: It leaves at 3:30 PM. 




Student 2: What gate does it leave from? 




student 1: It leaves from gate 10. 




Student 2: Where is the bus going? 




Student 1: It's going to Los Angeles. 




Student 2: The bus to Los Angeles leaves at 3:30 P.M. from Gat© 10. 


Variation 


To insure that all students listen to each statement, the teacher can read 




the statement and t/wn call on the 2 students. 
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IDEA SUGGESTED BY: 

ESL Stall 
TheConsoitiuin: 

l^e Experiment in International Living 
Save the Ciiildren Federation 
Woi^ Educaticm 

Phanat Nikhom, Thailand 



Estimated Time 


30 minutes 




ObKctive 


Students can buy and use tmsportation s^ces. 




.Material^ 


Journey caids (each iUustJrates a dij^earent joume (see sample) 






Transportation Grid (see sample) 




Directions 


1. 


Make a series of *^umey i^urds^' (see sample), each illustrating 








a different jo\imey« The following information is on each card: 








apla<^togo (nameof city or country) 








— a t^rpe of transportation (picture) 








~ adMan^ 








— an amount of tUne (hours or days) 




1 




a price 






2. 


For higher levds, tiie students can divide into pairs- One student 








has the Journey card and the other student asks questions such as: 








~ Where are you going? 








— How ate you going? 








How far is it to (place)? 








— How long does it take? 








How much does it cost? 








The students asking the questions should vary the sequence in order 








to test comprehension. Students can play pass and switch or move 








in concentric circles (see General Technique). 






3. 


For lower levels, use the attached grid to introduce the questions. 








Point to appropriate columns to elicit the answers to the above 








questions. Then students can practice with the journey cards with 








the teacher or an advanced student asking the questions. 
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COMPETENCY: Transportation Review 

LEVEL: B,C,D,E 

GENERAL 

TECHNIQUE: Pass and Switch 

Concentric Circle Drills 




TRANSPORTATION GRID 



PLACE 


TRANSPORTATION 


DISTANCE 


TIME 


PRICE 


BOSTON 




100 mum 


2 hours 


$10 (gas) 


NfiW YORK 


(bus) 


200 miles 


4 hours 


$35 


I.OS .\NGELES 


{train) 


2000 miles 


4 days 


$150 


CHICAGO 


(plane) 


600 miles 


3 hours 


$150 


DALLAS 


(man walking) 


1000 miles 


1 month 


$ 0 



SAMPLE JOURNEY CARD 



PLACE: NEW YORK 
TRANSPORTATION: 




DISTANCE: 200 Miles 
TIME: 4 hours 
PRICE: $35 
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Transit Process 
frcMn S.E. A. to U.S. 



COMPETENCY COMPETENCY NUMBER 

Handle emexgencies, e.g., being lost« 19.1 
not being met, getting sick 

Act appropriately on the plane 19.2 

Meet ^omor 19.3 



S55 
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IDEA SUGGESTED BY: 
Fred Ligon 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



lAJMrli 1 tlMi. 1 1 nanuie emergencies, 


19.1 


e.gM being lost, not being met. 


(T - 5. 1 U 


getting sick 


LEVEL: A, B 










TECHNIQUE: Board Games 




(Literacy Activities) 





ERIC 



Estimated Time 
Objective 

Materials 

Directions 



30 nunutes 1 hour 

Students can read flight/gate/seat numbers and time of departure for 
airplane travel. 



Airplane board game 
Dice 



1. The Airplane board game is played in the same way as the 

Money Order game (see Post CWffice, Competenc>' 10,5; and instruc- 
tions for Literacy Board Games). 



TIMS 



SgAT<» 



TtMg 
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9 
09 



5" 



I 
f 



s. 


















FLIGHT 


36 


6} 


72 


fl 


93 


46 


50 


GATE 
NUMBEf^ 




12a 



16 b 



4b 



16 a 



SBAT 




2:00 



tcoo 



lO:(S 



3} 



to 



16 



TIME 



ERjC ij • 
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IDEA SUGGESTED BY: 
Center for Applied Linguistics 
Manila, Philippines 



COMPETENCY: Handle emergencies. 


19.1 


e.g., being lost, not being met, 
getting sick 


(T~5, 12) 


LEVEL: B,C 
GENERAL 






TECHNIQUE: Dialogues 




Role Play 





Estimated Time 

Objective 

IViateridls 

Directions 



Variations 



ERLC 



1 hour 



Students can hmidle emexgencies, i.e., getting lost at the airport. 



Cards for each student with flight number and destination 
Si^t woid INFORMATION; 7-10 gate numbers 



1 . Pre^nt the following dialogue 
(see General Technique): 

A: Excuse me, I'm lost. 
B: Where are you going? 
A: Detroit. 
(piGSiy 

B: What's your flight number? 
A: 761. 

(number) 
B: That's gate 7A 

(number) 

2. Each student gets a card with a flight number and a destination 
on it. 



Example: 



Detroit, Flight 761 



Tell the students they must ask at the information desk to find out 
their gate numbers. 

3. Post an "Information" sign and 740 gate number s^ns around the 
room and take the role of the information clerk. The students take 
turns practicing the above dialogue with the flight information from 
their cards. 

4. After a student finds out her/his g^te number, s/he walks to the 
section of the room where that gate number is posted. 



The students can be given seat numbers at the gates. The classroom 
can be set up like the interior of an airplane with numbers on each 
desk to represent seats. Students then find their assigned seats. 

Students can find their gate numbers without asking at the infor- 
:nation desk by reading a lai^e schedule. Some flights wili not be 
listed on the schedule. The students with these flights must ask 
for assistance at information. 
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IDEA SUGGESTED BY: 

Victoria Rafael and 
Le Van Thuy 

International Catholic Migration 
Commission (ICMCJ 

j^taan, Philippines 



COMPETENCY: Handle emergencies, 


19.1 


e.g., being lost, not being met, 




getting sick 


LEVEL: B, C 






GENERAL 




TECHNIQUE: Dial(^es 





Estimated Time 

Ofa^tive 

Materials 



Diiections 



1 hour 



Studmto can handle emergencies, i.e., not being met at the airport. 



Si^twoid 8^ for airport role play: AIRPORT, INFOEMATION, 
DEPARTURE, ARRIVAL, GATE NUMBER 
Carc^ with ^mois' monas, phone numb^ 



1. Review the pronunciation of letter of the alphabet by writing them 
on the \Hmd^ having students them, and then having students 
write them in a dictation. 

Note: Pay ^cial attention to letters that Southeast Asians have 
problems pronouncing, e^., S, H, X, V, A, Z, C. 

2. Ask the s^udi^ts to spell their own names and to spell others' names 
by readinqf th^ from cards. 

3. As the student spells the names, write what you hear* If there are any 
problems, the student ^ould practice pronouncing the problem 
letters coirectly, 

4. Put up si^t wofds, AIRPORT, INFORMATION, ARRIVAL, 
DEPARTURE, etc. to simulate an airport, 

5. Present the following exchange (see General Techniques: Dialogues) 
at the Information Desk at an airport. 

A: Excuse me. Can you help me call my sponsor? 
B: Y«i. Who is your sponsor? 

A: (name) 

B: How do you spell his/her name? 
A: f spells name) 



B: What's his/her phone number? 
A: ( phone number) 
B: What's yoiu" name? 

(name) , 



A: 
P: 
A « 



How do you i^ll it? 
(spells name) 



OP 4 



^ich student gets a card with a sponsor's name and phone number. 
The students practice the dialogue with special attention to spelling 
names so t^at an American can understand. 



IDEA SUGGESTED BY: 
Fred Ligon 
Ttie Consortium: 

The Experiment in International Living 
Save the Children Federation 

(M»D$, Indonesia 



COMPETENCY: Act ^propriately 


19.2 


on ui€ pisnc? 


(T-4,6) 


LEVEL: A. B 




GENERAL 




TECHNIQUE: Picture Stories 





Estfanated Tane 
Ofe^tive 

Materials 
Directions 



ERIC- 



1 hour 



Students can act appropriately on the plane by reeling airplane si^t 
wi»ds. 



Copies of picture story, "Flight 61' 



1. Follow the general teclinique for picture stories (see General 
Techniques) to pn^nt the picture stozy, "Flight 61." 
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IDEA SUGGESTED BY: 
ESL Staff 

International Catholic Migraticm 
Commission (ICMC) 

Bataan,Ph0ippine8 



COMPETENCY: 


Act appropriately 


19.2 




on ine pi&ne 




LEVEL: C 






GENERAL 






TECHNIQUE: 


OpeinUons 





Estimated Time 

Materials 
Directions 



ERIC* 



30 minutes 



Students can act i^propriately on l^e airplane. 



None 



1. Follow the procedure for operations (see General Techniques) 
to present the following TPR drill, '*On An Airplane'*: 

a. You are cm a plaae. 

b. Fasten your seatbelt. 

c. Sit back and relax. 

d. Look outside tiie window. 

e. Here comes the stewarde^. 

f. T^h^ you're cold. ("I*m cold.**) 

g. Ask for a blanket. (**May I have a blanket please?"} 

h. Try to sleep. 

i. Uh-Oh! Go to the bathroom. 
J. It*s occupied. 

k. Wait outside. 

1 ... .. • 

m. Go inside. 

n. Go back to your seat. 



IDEA SUGGESTED BY: 

ESL Staff 

The Comortium: 

The Gstpoiih^t in International Living 
Save the OiUdien Fedemtion 
World £du(»tion 

Fhanat Nikhom, Hiailand 



COMPETENCY: Act appropriately 


19.2 


on \M pjane 


(T--6) 


LEVEL: C,D,E 




GENERAL 




TECHNIQUE: Rote Play 





Estimated Time 


30 minutes 1 hour 


Oujective 


Students can make requests on an airplane. 


Materials 


Sli^ of paper for role play 




Seat ntunbers or '^hoarding pas£»s** 




S^t numbers on d^ks 


Directions 


1. 


Set up the cla^room like an airplane with numbers on each desk 






to represent seats on a plane. 




2. 


Each stud^it gets a "boarding pass" with a seat number. 






They come into the plane and find their sBats. 






(Note: Two students can get the same seat number so that they must 






practice asking the ste wanted for asastance.) 




3. 


After students have found their ^ts, each student is given a slip of 






paper with a situation such as the following: 






— You have a headache and i^uld Uke some aspirin. 






— You want a cup of tea. 






— You want a blanket because you're cold. 






— Your baby needs a diaper. 






— Your baby is hungry. 






— You feel sick. 






— You don't know where the bathroom is. 






— You don't know how to turn off the reading light. 






- You want a drink of water. 






— You want to know what time you will anrive. 






— You want to know how many hours the flight will take. 






— You want a pillow so you can sleep. 






— You don't know how to put your seat back. 






— You want to change seats to sit by your husband ( wife ). 




4, 


Act as the flight attendant along with one or two of the better 






students. The flight attendants walk up and down the aisles, 






and the students ask questions based on the situations on their cards. 




5. 


After all students have practiced their questions, review the situations 






and the appropriate language mih all the class and answer any 






questions the students may have about airplane travel. 
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The teacher can give one-word cues: 



tea bathroom 
blanket smoke 
pillow siek, etc* 

md stud^ts mi«st quest^nt ampropiiate to the cues. 

Example: (tea) May I have a cup of tea? 

(bathroom) Wheie is the bathroom? 




NEW WORLD AIRLINES 

BOARmm mss 



NAME 



FLIGHT 


SEAT 


NW 





¥ 



FLIGHT MFST NO 

jm 

GATE 

I 
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IDEA SUGGESTED BY: 
ESL Staff 

The C<Mai^itium: 

Tbe Experiment in International Living 
Save the CMdren Federation 
Waidd Education 

^anat Nikhom, Thaiiand 



COMPETENCY: Meet sponsor 


19.3 




(SO - 17,18) 


LEVEL: C,D,E 




GENERAL 




TECHNIQUE: Role Play 





Estknaied Time 

Materials 
Directions 



30 minutes 



Students can meet and greet sponsor and handte small talk with the 
sponsor at the airport. 



None 



2. 
3« 

4. 



Write the foUowirg quc^ions on the board and tell students that t^ese 
are the typm of questions t^ey may be asked by sponsors when they 
are met at the airport. 

How many people are in your family? 

Do you have any relatives in America? 

Do you know anyone h\ (this ciiy )? 

Did yoii have a nice flight? 

How do you feel? 

How was youjr trip? 

Welcome to the U,S. 

Where's your luggage? 

Do you need help with anything? 

Ask the questions. Students practice answering them. 

The students are divided into groups. Half of the students in each 
group are a refu^ family (father, mother, children); the other half 
are the sponsor and his/her family. 

Tell the students that they are at the airport meeting each other 
for the first time. 

The students introduce themselves to each other. Then the sponsor 
and family ask each other the above questions. 
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tsm\ SUGGESTED BY: 

£SL Staff 

Hie CcHis(»tiuin: 

TbB Expcoiment in Intenoatifmal living 
S8V0 tile CMdiea Fedendtion 
Wodd Education 

fluoiat Nikhi»n, lluaiand 



CCWWPEreNCY: 


M^t sponsor 


19.3 


l^VEL: D, E 




(SO - 17, 21) 


GENERAL 
TECHNIQUE: 











Esttoiated Time 
Otijective 
Materials 
Directions 



30 minutes 



Students can meet Americana and answer questions. 



None 



1. Present 1^ following diak^e (see General Techniques: </m/oguej) 
and hme tiie students pracUce it: 

How long have you been in the U.S.? 
I just came two months ago. 
Do you imsa your country? 
Yes. Ikunetlme^ I miss it. 
Wb^ do you miss the most? 
I ^ink I miss the weather t he most. 
Why do you miss the weather/ 
Because we could stay outdoors all day and it was 
very contfortable. 



AMGEICAN: 

REFUGEE: 

AMERICAN: 

REFUGEE: 

AMERICAN: 

REFUGEE: 

AMERICAN: 

REFUGEE: 



2. Ask each student to imagine what s/he wiU miss the most in Amerir 
and ^y s/he wiQ miss it. 

3. Divide tihie students hito pairs. The pairs practice Uie above dialogue, 
substituting their own information for the underlined p^rts. 
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IDEA SUGGESTED BY: 




COMPETENCY: Transit Process 




ESL Staff 




LEVEL: C, D, E 


19.1-3 


The Consortium: 




GENERAL 

TECHNIQUE: Memory Game 




Tho Experiment in International Living 
Save ti\e Children Federation 






World Education 






Phanat Nikhom Thailand 







Efittmated Time 
Oi>jective 
Matemls 
Directiom 



Variation 



30 minutes 



Students can decide what to take to America. 



Real objects or pictuxes of items students may want to take 
to America, (optional) 



1 . The students think of items they will take to America and write all 
the items on the board. 

2< Using the list ask the students questions, such as ''Are you taking 

clothesT' 
(item) 

*'Why aren't you taking your pots? " 

(item) 

3. Put ten or more items (or pictures of the items) that the students 
may want to take to America (e.g., clothes, watch, picture, books, 
pen, ID , toothbrush, suitcase) on a table and ask the students 

to look at th^ items for about 30 seconds and try to remember all 
of them (or use the list on the board that the students made in 
step 1). 

4. Cover the items (or the board list) and ask for a volunteer* The class 
asks tl a volunteer student: 



Class: 
Student; 



Teacher: 
Class: 



What did you remember to take? 

I remembered my jpen, shirt , notebook , etc. 

(the student lists everything s/he can remember from 

the items on the table Aboard) 

What did s/he forget? 

S/he forgot her/his address book, etc. 

(cla^ lists any items the student forgot to name) 

or S/he didn't forget anything. 



5. The game can be repeated several times with the same or different 
items. 



NOTE: This activity ran be adapted for lower levels. 

Low level cla^s can play the memory game with the items 
without using the dialogue in step 4. 
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Master List Categories 



• Fonn FflUng Out 

• Ito<ify and Desciibe Otheis: Famfiy 

• Locatioiis Outside a Btiitding/Otal Dtrectioiis 

• Locatioils In^e a BuiUto^Ofal Diiectifms 

• Clarification 

• Money 

• Telephime 



ERIC 
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ERIC 



IDEA SUGGESTED BY: 

The Consortium : 

Save the Children Federation 

The Expeiiment in International Living 

World Education 

Phanat Nikhom, Thailand 



Estimated Time 

Objective 

Materiab 



Directions 



Viiriations 



COMPETENCY: Master Ust: 

Form Filling Out 

IXVEL: A,B 



ML 

(UT - 5) 



GENERAL 

TECHNIQUE: Fiashcaids (Literacy Games) 



30 minute 



Students can recognize common sight words to fill out forms. 



Cards on which one m^t word is written in ca$)ital letters 

Ten ciurds of each si^' word wcHild be most useful. The sight words 

are; NAME, MARRIED, SINGLE. 



1. Teach the students to si^t read NAME, MARRIED, and SINGLE. 

2. Show the cards one by one to the students, reading them as you 
show them. Do thk several times. 

3. Pass out one set of three cards (eadi card containing a different 

sight word) to ten students Have the students place their cards face up 
on their desks. 

4. Ask the following questions; 

**What's your name?'* 
*'Are you married?" 
'*Are you single?'* 

As you ask the qu^tions, the students should pick up the appro- 
priate card. For example, if ymi ask, "Are you single?" each student 
^ould pk:k up the card on her/his desk that has SINGLE written on it. 



• Divide the students into pairs and nave one student ask the question 
and the other studef hold up the appropriate card. Regroup the 
stud^ts firequentdy to make for a livelier activity. 

• Teach the students to put check marks in boxes. Make the following 
short form to give to all students: 



NAME 



MARRIED 



SINGLE 
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Have each sUident cc^y or write her/his name (first name, iast name) 
and then teach her/hkn to put a checkmark ( / ) in the appropriate 
boK (given the marital status of tlie individual student). Before passing 
out the individual forms to the studente, you may want to practice 
fiUing out a big form on the blackboard. You msQr wish to fiU out the 
infomiation ycAirself first (using capital letters in your name). 
Then hme individual students go up to t^e blackboard to do the same. 

Add additional form sight words (e,g., (X)UNTRY, DATE OF BIRTH, 
ID NUMBER) and mibstitute appropriate questions to the above. 
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SUGGESTED BY: 
Robert Wachman and David Peirm 

International Catholic Migration 
Conunissicoi (ICMC) 

Bataan, Iliilippines 



Estimated Time 
Objective 

Materiais 



Directions 



ERIC 



COMreXENCY: Master List: 


ML 


Form Jrulu^i uut 


(EF - 10) 


LEVEL: B 




C^ERAL 




TECHNIQUE: Fiashcards (Literacy Games) 


Pass and Switch 





IV^r he ,irs 



S^dents can recc^ze ^t words appearing on ^plication forms 
and out dni(^£»9d ai^ticatioa forms. 



Ilhistrations of types of £^Ucation fonns: rental (for house and/or 
{ysartm^t), bank account, sdiool r^istration, Social Security 
card, medical card, and job i^plicatifms 

Simplified blank forms for eadh student c<mtaining sight words commonly 
found on most forms 

Using a heavy marker, print each of the following si^t words on separate 
piec^ of c»nstmcti(ni pi«>er in letters large enoi#i so that ev^one in 
the classroom c^ see the sight wcardb d^ly. Prepare one '^poster'* for 
each of the foUowing si^t wcmis: NAME, FIRST NAME, SEX 
(F/M), OCCUPATION. 

Additional si^t words can be added to the Ust if the students ti^ 
already learned to recc^nize them. 



1 . Point out tile use of application forms by showing examples 
of such forms. 

2. Put two or three si^t words up on a waU. Point to (!ach si^t w«d 
placed on the waU and elicit an oral r^ponse (provide model if 
necessary), 

3. Repeat the process in #2 several times. 

4. Add two or three more d^t words and place them next to those 
already on the wall. Point to each of the si^t wards and elicit an 
oial re)^on% (provide models for the new si^t words being 
introduced). 

5. Continue putting more si^t words up until all of the sight words 
to be tau^t have been introduced. Repeat the process in #2 sweral 
times for eadh new sight word. 

6. Point to a s^t word and have one student identify it and provide 
the information the si^t word is requesting. Make sure each 
si^t word gets answered at least once and that each student ^ts 
a chance to answer at least once. 
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f 



7. Piay pass and switch using the sfiplication form si^t wojrds. 

8. Have each ^udent fill out the blank form prepared for this activity. 
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T^t6 OoBSQxtimi: 

Save ^ CMdi«ii Fedez«tion 
Woxid EducstiiKi 

Phunut Nikhoxn, Hudlsnd 



COMI^TENCY: Matter Uit.* 

Fonn FUUngOut 

LEVEL: B,C 
GENERAL 

TECHNIQUE: Dtetatton 



ML 

(EF - 16; 
LIT- 11) 



Eftimated Time 

Objective 

Mateti^ 



DifectiiMRt 



Variation 



Ihoitr 



StudcQtt can xequett and recoid infonnatioa abmit one motber. 



Intorviewdiartiudi as ^ Idtowiog Mmpto: 





Mm, 

FIRST 























































1. FaitmttiffQiaiedintecvtewiheelt Ulnth«alio^orhcve 
the student! copy the sample diait ftooi the b^JKrkboaxd. 

2. Stud^ts sit in a dxde of 8-10 peopte and interview each other, asking 
qoMstiixMa ajH^ropziate Isr filling out the intexview ^bmt, StucUmt 1 
asks Student 6, •*What is your last name?" Student 6 answers 

.md then Student 1 asks, 'How do you s{>eU that?** At Studej 1 6 
^- ^lls her/his name, all students r«K>rd that information on their 
in .,'iew sheets. Student 1 continues asking all questions of 
Student 6. AU students record Student 6*s re^ntes. 

3. Student 6 then chooses another student to interview snd asks 
the same aarict of ijuetiyknit. 

4. This procedure continues until all students have been interviewed, 
and idl interview dteets have been filled out. 



Tbis activity can be adapted for higher levels, or expanded, at additional 
form filling out categories are introduced. Additional categories, such 
as Middle Name, Occupation, Birthoate, Marital Status, Language Spoken, 
Number of Years of Education Completed, etc., can be added to the 
interview sheet. 
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IDEA SUGGESTED BY: 

ESLSta£f 

Hie Consortium: 

Tlie Experiment in International Living 
Save the Children Federation 
World Education 

Rianat Nikhom, Thaikad 



Estamted Time 1 hour 



Objective Students can fUl out a simplified application form. 



Materials Prepared wo^isheet with four sections: Secticm 1 is an s^plication 

form (see sample); Section 2 should provide space for 
spelling 5 words; Section 3 should provide space for writing a paragraph; 
Section 4 should provide space for writing 4 questions and space for 
answers. 



Directions 1. Students fill out a form (see sample on other side) requiring some 

or all of the foUowix^ information: 

NAME, First 
NAME, Middle 
NAME, Last 
ADDRESS 
AGE 

NATIONALITY 
BIRTHDATE 
MARITAL STATUS 
LANGUAGE(S) SPOKEN 

2. Give a spelling test indudii^ the fcdiowing words: language; 
nationality; Vietnam/Laos/Cambodia; Vietnamese/Lao/Hmong/ 
Cambodian, etc. (selection of countri^ or ethnolinguistic terms 
depends on which group is being taught — but only one name of a 
country and one langw^e should be tested). 

3. Students write a paragraph about theroselves (name, address, country, 
language, etc.) using language almdy learned. 

4. Dictate the following 4 questions one at a time. Students write dovm 
the questions and can answr however they wish. 

1. Can you speak English? 

2. Where are you 3&^m? 

3. What's your last name? 

4. What's your date of birth? 



COMPETENCY: Master Ust: 

Form FiUing Out 

LEVEL: C,D 



ML 
(EF 10) 



GENERAL 

TECHNKJUE: Dictation 



350 



NOTE: This job 
applkation 
foim vms m$' 
gested by staff 
in (fae program 
adtnitii^tered 
by ICMC, Bataan 



{ Hiis form can be used 
for levels C and 0.] 



JOa APPLiCATlCM FORM 



NAME: 



DATE: 



FIRST LAST 



ADDRESS: 



building number & letter 



neighboftiood 



t<^M1 



province 



country 



EMFUOYMENT: 


from 


to 


otxupetlMi 


place of work 


duties 













EDUCATION; 


Number of Years 


Location 







LANGUAGES SPOKEN: 

1 

2 

3 



Signatur: 
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IDEA SUGGESTED BY. 
The Consortiiim: 

The EKpefiment In International Living 
Save the Children Federation 
World Eduoition 

nianat Nikhom, Thailand 



COMPETENCY: Master Ust: 
Identify and 
Describe Others 

LEVEL: A, B, C 



GENERAL 

TECHNIQUE: Use of Visuals: ContextuaUmg 




Estimated Time 
CH^tive 

Materials 
Directions 



1 hour 



Students <^ identify and describe relataonshii^ of variom ^mnily 
members. 



Family tr^ chart 



1 . Put a chart lowing genersdions of a family in front of the class 
This may be drawn on the l^ackboard or on brown t^per, oi irMe 
by the class with a feit board «md frfctures. The chart is used as the 
ham for the following activities: 

a. Call out or have a student call out the i!^e of a rciationsii sp, k.e,., 
"aunt'*; and another student points to that per^n on t!-**- <.ij«4rt 

b. Give eadn studcait a card with a relationship written on it 

The students f§o to the chart and match the card with the proper 
person. The i^ards are mixed and the activity is repeated 

c. Prepare a more complicated "family tree" showing a large number 
of diildien, aunts, uncles, cousins, etc. The students ask each 
other qw^tions about ^e chart, such as: 

How many imcles does David have? 
What's his aunt's name? 

SAMPLE: SIMPLE FAMILY TREE 




"5 ^ t 



You 



IDEA SUGGESTED BY: 

£SLSta£r 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhom, Thailand 



COMPETENCY: Master Usti 
Identify and 
Describe Others 


ML 

(SO -5) 


LEVEL: B,C,D 






GENERAL 

TECHNIQUE: Dictation 





Estimated Time 
Objective 
Materials 
Directions 



1 hour 

Students am request and t^ord information about one another's faroiliea* 
Interview chart {s^ below) 



1 . Paa$ out prepared interview i^eete or have students copy a chart 
from the blacklK>ard« 



NAME, 
LAST 


NAME, 
FIRST 


MARITAL 
STATUS 


NUMKR OF 
BROTHERS AND 
SISTERS 


NUMBER OF 
CHILDREN 









































































2. Students circulate around the room interviewing each other. 
One student asks information of another student with ^propriate 
answers. The first student completely fills out her/his interview 
sheet The students reverse roles. Each student then pairs with 
another student. 

NOTE: If the cla^ is small, each student may intervtew everyone. 
If the class is large, you may want to limit the number of 
|XK>ple asked. 
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IDEA SUGGESTED BY: 

ESL Staff 
tlieConsorttuin: 

The Experiment in International Living 
Save the diitditan Fadtexation 
WoxM Education 

Fhanat If U(h<»n, Thailand 



OOMPETtWCY: Ma»er UstJ 


ML 


Idaitify and 


Describe Others 


IXVEL: C,D,E 






GENERAL 




TECHNWE: Skits 





Estimated Time 
Objective 
Materials 
Directions 



1 hour 

Students can write and pxesent skits ^ut family reli^ionidiil». 
Cards with (tej^sriptions of various ntuations on them 

1. The dass is divided into groups with 3-5 people in eadi group. 

2. Give each group a card that describes a particular situation. 

3. Hie groups prepare short skits b^sed on the topic to present to 
the class. Each person in the group represents a member of the 
family in the skit. 

Sample dtuations: 

— Mother is sk;k. Who will oook dinner and what will you eat? 
Mother and father both have jobs. Who will take care of the 
children? 

- Dau^ter is 16 and wants to get married. Mother and father 
want her to wait until she is older. 

~ Son has long hair. Mother and father want him to cut it. 

4. After each skit is performed, the students at higher levels can discuss 
the situation and other possible ways to solve the problem. 



PRirl2 



IDEA SUGGESTED BY. 
Hie Comortium: 

The Experiment in International Living 
&ive the Ctuldien Federation 
Woild Edui^tion 

l^anat Nikhoiuu, Uand 



COMPETENCY. Master List 
Identify and 
Describe Others 


ML 
(SO - 5) 


LEVEL: C, D, E 






GENERAL 

TECHNIQUE: Narrative 





Estimated Time 
Objective 
Materials 
Directions 



ERIC 



30 minute® 



Sttidenis can answer qu^tions about family relationships. 



Passage wi^ questions about family rela^onships 



Head tbc fc^owing passage and ask the comprehensioii questions 
followmg each one: 

^une lives m Los Angele& with hei mothei and fathei and younger 
sister Hei older brother lives near theixii. He is mamed and has 
one daug^t^ 

How many brothers and sisters does June have? 
How many people does June live with ^ 
Is June s Sister younger or oldef than she is ^ 
How many nieces and nephews does June have / 

Bill's mother has one sister and one brother. Bill's father has two 
sisters, They '^jre all married. 

How many sisters does Bill s mother have^ 
How many brothers does Bills father have? 
How many aunts and uncles does Bill have? (eight because 

all are married) 

Jack and Mary have three daughters and one son. Two of their 
dau^ters are married. One has two children and the other 
has one child. 

How ^nany children do Jack and Mary have? 

Are they all married^ 

How many of them are married? 

How many grandchildren do Jack and Mary have? 
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IDEA SUGGESTED BY: 

Debbie BaU 
The Consortium: 

The Experiment in International Living 
Save the Children Federation 
Worid Education 

I4ianat Nikhom, Thailand 



COMPETENCY: Master List: 
Identifv and 
Describe Otiiers 


ML 

(SO - 5) 


LEVEL: B, C, D, E i 






GENERAL 

TECHNIQUE: Use of Visuals: Contextualizmg 



Estintated Time 

Objective 

Materials 

Directions 



ERIC 



20 minutes 

Students can identify names and relationships of family members. 

Cards — each with a picture of a person and her/his name on it. 
Tape 

1. Draw a blank family tree on the blackboard. 

2. Give every student a c&tii with a picture of a person and a name on it. 

3. Say a description of one relationship in a family tree, such as: 

**Chue is Thoa's grandfather." 
or 

"Lee is married to V«ig." 

4. The students with those name cards come up and tape them 
to the appropriate place in the family taree. 

5. Ask questions about the family tree, e.g., 

"How many children do^ Chue have?*' 
♦♦What is Lee's husband's name?" 



3SH 



ESL Staff 

The Consortium : 

The F^periment in International Living 
Save the Children Federation 
World Education 



IDEA SUGGESTED BY: 



COMPETENCY 



Master List: 
Telling Time 



ML 

(Tl - AU) 



LEVEL: All 



GENERAL 
TECHNIQUE: 



Various 



Phanat Nikhom, Thailand 



Estintated Time 



Various 



Oujective 



Students can tesd, write and discuss calendar dates. 



Materials 



Various 



Directions 



The Calendar: 



Loser's Orde ~ Put class in a circle. The students go around the circle 
saying the days of the week or months of the year in order. If someone 
makes a mistake s/he must drop out and start a second circle that 
do the same thing. The teacher must watch both circle or ask a student 
to help. (The reason for making the student join another group is to 
keep her/him practicing. Having her/him dxcip out of the game 
completely will not help tiie student correct her/his mistakes.) 

Living Caiendar - Draw a big calendar on the floor and have students 
stand on different dates. One studant asks another, "What date is it?" 
or "What is the date?" The student answers »^ording to the date s/he is 
standing on, e.g., "It's September 10th." or "It's Thursday, 
September 10th." 

Slot Caiendar ~ On a Isx^ piece of cardboard make slots to hold cards 
representing calendar dates. There should be seven rows across and 
five rows down. Write the days of the week at the top of 
the seven rows. A slot at the top can be made to hold t^e name of l^e 
month. Give each student a card wiUi a number (1-31). Students put 
cards in the slots to make a calendar of the present month. Start with the 
student holding the card for ttiat day's date. As they put the cards in, 
students should say what day of the week the date falls on. 

Calendar for the Year - Make a calendar for the entire year, or for the 
next twelve months, by dividing students into 12 groujM and giving each 
group p^r and markers. Don't let them see a calendar, but teU them 
what day of the week their month begins on and how many days there are 
in tJiat month. Pictures may be drawn for each month and holid^s 
marked. Put the calendar on tJie vmll when fmished. 
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M<ffl^ NianierlcaMy : 

Dates ill Numbers - Ihcepsixe cards with numeric^ dat^, such as 
8/24/82. In pairs, or as a class, students read dates in long form: 
August 24ti^ 1982. 

Dates in Numbers - listening comprehension - Say a date once in the 
long form, (**Ai»il IStii, 1981"). Students write it in the short form 
(4/18/81). Contmue reading a series of dates, leading only once to help 
devdop listening compreh^ion. 

Months by Numbers - Write out the 12 months of the year and assign 
them the numbers 1 to 12. One stud^t says a number end another says 
the corr^ponding m<mth, and vice versa. Erase the infcxrmation and 
repeat the SKitivity firom memory. 

Month /Number Game Divide class into two teams and give each a set 
of fla^wards with the names of the nnniths written on them. Call out 
a number or write a number (1-12) on the blackboard: the first team 
to hold up the corresponding month card gets a point for her/his team. 
This may also be done the other way around by giving a set of number 
cards (1-12) to each team and calling out the month. 

Ordinal Numbers : 

Ordinal Numbers I ~ Teacher or a student ^ys a cardinal number 
("five"). Class or individual students say corresponding ordinal number 
("fifth"). 

Oniinal Numbers It ~ Put students in pairs. Give each a set of number 
fla^cards. One student flashes a card and her/his partner says the correspond- 
ing ordinal number for the number on the card. 

Birth Dates ; 

Date Line' Up - Students line up in order according to their birthdates; 
first, by month and date, then, by month, date and yf ar. 

Birthdate Interview ~ Gwe ^ch student a piece of paper. On the paper 
they make two columns, one for NAME and the otJier for BIRTHDATE. 
Students walk around the classroom and ask each other, 'nVhat's your 
birthdate?" writing the names and birthdates in the appropriate columns. 

Date Discussion : 

Date Discussions - Put a calendar of the current month in front of the 
class. Do the following activities: 

1. Ask: 

'What is the date today?" 
"What is the date tomorrow?" 
"What is the date next Thursday ' " 

'What is the date last Wednesday / " 



3sy 



2. Sti»!iesDit or teadb^r caUs out a date and the students have to say 
^Ai&t day it is: 

T: S^Jtember 12th. 
Wechiesday. 

3. Ask, "What are all the dat^ tills naon^ Uiat are Fridays?'* 
Stwi^ts list tile numbers f<» all the Fritteys in the month. 
Repeat for otiha days. 

Guided Conwmaikm - the clas9 in a discussion on dates 
using the following qu^titms m a fgcaSe: 

What date did ymi come to naUcmd!7 
Wh^ did you come to this camp? 
What day was it? 

Magic Cubes — Write a time or a date on each side of a magic cube 
(see General Techniques). The students throw the cube in turn 
and read the time «r ctete on the of the osbe fachig up. 
(Note: This cm also be used to jm^tice xeadii^ amounts of money.) 



ERIC 
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IDEA SUGGESTED BY: 

n Jttstimaasih^ Jonter Sagahi and 
Merry 

Ttie Consortium: 

Ihe Bbtpeiim^t in International Living 
Sa^ tbe CSiildren Fe<^ration 



COMPETENCY : Master List; 

Telling Time 


ML 
(Tl-1) 


LEVEL: C, D 




GENERAL 

TECHNIQin:: Matching 





EstiitiatedTiine 

Objective 

Materials 

Directions 



30 minutes 



Students can relate time to daily activities. 



2 sets of cards — one with questions, Ae other with corresponding 
answers 



1. 



Divide the class into two groups — Group A and Group B. 
Group A holds ciu!ds containing questions about times. Group B 
holds cards containing corresponding answers. 



Sample Cards: 

GROUP A (Questions) 

What Ume do you get up 

in the morning? 
What time do you go to bed? 
What time do you eat breakfast? 
What time do you eat lunch? 
What time do you eat dinner? 
What time do you go to school? 
What time do you go to the movies? 
What time do you go to work? 



0720t//^i?( Answers) 
I get up at 6:45 A.M. 

I go to bed at 10:30 VM. 
I eat breakfast at 7:00 A.M. 
I eat lunch at noon. 
I eat dinner at 6:00 P.M. 
I go to school at 8:00 A.M. 
I go to the movies at 7:00 P.M. 
I go to work at 1:00 P.M. 



3. 



The two groups stand in rows and face each other. Each member of 
Group A asks tiie qu^tion written on the card to each member of 
Group B until s/he comes to the person with the co^sponding 
answer card. 

For example. Student 1 from Group A reads, **What time do you get 
up in the morning?" S/he asks this question to everyone down 
the row until s/he comes to the student holding the card reading, 
**1 get up at 6:45 A.M.'' The student in Group B with the appropriate 
answer card hands the card to the Group A student witlumi saving 
a word. 

The two students sit down. 

After every member of Group A has rm»ived an answrr card, 
each student from Group A n^ads both \ hv {jiu^siicm and answt^r 
cards aloud to verify the matches have been correct. 
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Vaiiati<Mi 



ERIC 



4. The students line up m two rows again and tlie cards are Muffled. 
Group A receives ^ ms^»et cards. Group B the question cards. 



Thk activity can be completdy an oral activity. Students with the 
question cafcb ask the questions to tlu^ with the answers. The one who 
has the correct answer gives the answer orally. 
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IDEA SUGGESTS BY: 

ESLStatf 

The Consortiuin: 

The Exprnrfanent in Int^atioiial Living 
Save the Children Federation 

Qaku^, Indonesia 



COMPETENCY: Master List. 

(M Directions/ 
Uiea^ns Outside 
aBiOhling 

LEVEL: AU 
GENERAL 

•reCHNIQUE: More Lse of Rods 




Estimated Time 

Objective 

Materials 



Direcdons 



1 hour 



Students can request and follow instructions. 



Brown ps^ier 
Marker pens 
Cuisenaire rods 



1. Students sit In a circle around a sheet of brown paper and a pUe of 
cui^naire rods. 

2. Ask each student to take one rod. Take erne rod and model, "This is 
the school" and {^ace the rod on the paper. Students then identify 
(with encouragemesnt if nec^sary) their "buildings'* and place 
them on the paper. 

3. As more and more rods are laid down, review the buildings already 
placed on the paper. Introduce th« structure, ^'Where's the 

?" during this first step of identii^cation. 

4. After all students have contributed a "building," add streets with 

a magic marker, drawing them in between the buildings. The students 
name the streets. 

5. Students each take another rod. Student 1 places her/his rod 
on a place on the map and asks Student 2, "How do I get to the 
(hospital) !*' Student 2 gives directions to Student 1. Student 1 
(building) 

moves her/his rod as Student 2 has directed. The class con^cts any 
mistakes made by eittier student. 



NOTE: This activity is meant to reinforce structures and vocabulary 
previously learned. 



IDEA SUGGESTED BY: 

ESL Staff 

Hie Consorttum: 

The Experiment in Int^national Living 
Save the Qiildren Federation 
Worid Education 

p;ianat Nikhom, Thailand 



COMPETENCY: Master list: 

Oral Diredaons/ 
Locatums 


ML 

(D-S, 10) 


LEVEL: A,B,C 






GENERAL 

TECHNIQUE: Total Physical Response 







Estimated Time 



Objective 



Materials 



Directions 



ERIC 



Varies depending on activity and clan level 



Students can give and receive diiectioni. 



Various 



Mil Sergeant - Have the dass stand in rows like soldiers. 
First, teacher is tiJe drill servant, cmi^ing. *Tumri#it!" "Turn left!** 
"Walk stiai^t!** and **Stop!** Students may take the place of the 
teacher and ghre directions to l^e others to follow. 



Fast Directions - Va:^ the qpeed at ^ich y<m give directions, such as 
"left" or **ri^t*' Ftcst, say ^e directions slowly; ^en, build up speed; 
finally, ssy them veiy fast to see if studenfai can follow. 



Blindfold Directions - Draw a twisting route on the floor with chalk 
and arrange desks as obstacles. Blindfold one student and have another 
guide her/him, speaking only KngU^. 

Find the Fruit - Blindfold one stodent. Hide a snack or piece of fruit 
somewhere in the classroom. 01^ giv^ directions to the student to hdp 
her/him find it. 

Find the Building - Draw pictures of varioua buildings on Iwge cards • 
and tape them in different locations around the classroom. Blindfold one 
student, ask her/him where s/he wants to go, and have other students 
give her/him directions to the pkiture of ibat buflding. 

Whose House? *~ Make a town map on newsprint or cardboard. Mark 
a house for each student with her/his name under a raiaU tape hinged 
piece of p^er. One student gives directions to a bouse and when the 
person arrives there, everyone asks her/him: 

"Whose house is tiiis?" 
"Is this house?** 

Take a Walk ^ Take the class out for a walk, but have a task in mind, such 
s& going to the post office or buymg some ice cream for everyone. On the 
way ask the locations of various pliu:es and have students give each other 
directions. Ask lor names of objects and buildings along the way. 
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IDEA SUGGESTED BY: 

Aiif SuUstiono 
TheConsor^m: 

The Experiment in International Living 
Save ihe CMdren Federation 

Galang, Indonesia 



Estimated Time 

Objective 

Materials 



Directions 



ERIC- 



COMPETENCY: Master List: 

Ord Directions 


ML 
(D^S, 10) 


LEVEL: B, C 




GENEIiAL 

TECHNIQUE: Direction Drills 





30 minutes 



Students cm give and follow oral directions. 



A or pencil 
A MazeM^ 



1. Stuctents ate divided into pairs. Each jmx is given 

a Mease Map. One of the students in each pair is blindfolded. 

2. The map is placed on the table and the blindfolded 8tudent'«i pen 
or pencil is portioned in the middle on STAET. 

3. The student ^nno can see gwes directions to her/his blindfolded counter- 
part using Ihe following directions. For a beginning class: 

Go sti^^t (ahead). 
Turn left. 
Turn ri^t. 
Stop. 

For more advanced classes additional directions can be given : 

Go strai^t aheid a little (farUter). 

Stop. Go backwards (a little). 

Turn slightly left/right 

Make a sharp left/ri^t. 

No, too much! 

etc. 

The student must not cross or touch any lines. 

4. The activity continue until the blindfolded student reaches FINISH. 
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IDEA SUCCESTED BY: 

ESLStafif 

The Consortium: 

The Experiment in International Living 
Save the Qiildren Federation 
Wcnid ikiucation 

nitmat Nikhom, Thailand 



Estimated Time 
Ob^tive 
Materials 
Directions 



COMPETENCY! Master Ust: 

Oral Directions/ 
Locations 


ML 

<D ^ 10) 


LEVEL: 3, C 






GENERAL 

TECHNIQUE: More Use of Rods 





1 hour 



Students can inquest and give directicms. 



Cuisenaire rods 



1. Map out blocks of a "Rod Town" using cuisenaire rods. 
This will look someliiing like the follomng: 



0 

acaQ 



ac3g 



Q 

Dc 



0 



0 

ac=3 



0 0 



D 
0 



C3C3n 



D 
] 

D 

0 
D 



inn 



D D 



0 



r. ii'i" iii r!~~7 



8 



0 
0 



D 
D 



This may be a fictitious or actual town, or a repi^^ntation of the 
camp layout* (Depicting a setting familiar to lower level learners 
may facilitate their understanding of rods representing buildings and 
streets.) 

2. Once streets or roadways and blocks are laid out, hold up a rod and 
label it, "post office/' '^ho^ital" or '*fire department,'* etc., placing 
the rod on one of the streets. Do this until aU buUdin^ are in 
position. 

3. Place a rod (which represents you) on the map and ask, '*How do 
I get to the past office 7'' 

(building) 



er!c4 



Variation 



ERIC 



The da^ xie^x»ids with any ^{>ropriat» direction. Wot example 
(depending <m the levd of the cl&«)« some possible refuses might 
be: 

••Go two Uocjks fflid toum left.** 
or 

••Go one Idock; turn ri|^t. It*s next to the bank." 
or 

••Tumri^t. Go tinee blocks. It*s on the left" 

Move your rod person m the class directs. 

4. Stud^ts choose a rod p»s<m, idf»e the •'person'* cm Oie nu^, and 
request directicms to a particular building from another student. 



Let the stud^»ts CMmsUiKst ti^ own Rod Town and name their own 
buildings. If cuidnaire rods are not available, draw ^e streets on brown 
and use toy ^zed buildings. Or draw ^e ^tsre town on the floor 
with dialk and label dbairs as Imiiai^ (posto^^, etc.) This way the 
students can ad^aally walk i^hroujl^ tihe dneeticHns. 

NOTE: This is a culmhiating activity to be pxesented after prepositions 
of location have be^ taught (••Hie hospital is next to the 
school") and direction-giving (•*fum ri^t/left.") has been prac- 
ticed. For the b^inning class, drawing on the bofflcd a mc^ 
of the dassxofHn complete with seating ammgement may 
be hdpftil in making the c<m<^ of a two dimensifwal map more 
<x>ncrete. Show students ^diere tl;^ sc«t8 are cm this 
in relation to other stud^ts, the dialkboard, etc. 
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IDEA SUGGESTED BY: 

Staff 
Hie Con«>rtium! 

The Experiment in International Living 
Save the Children Federation 

Calang, Indonesia 



COMPETENCY: Master List. 

Oral Directions/ 
Locations 


Ml. 


LEVEL: B, C, D, E 






GENERAL 

TECHNIQUE: Direction DriUs 





Estimated Tbne 

Ofcgective 

Materials 



Directions 



1 hour 

Students can give oral directions. 



Enlai^ed majps (See below) 
Individual mips 

Index card sets with •'where" questions 
Index card sets with two locai^ons 



1. Present a map such as the following to the dacs. 



SCHOOL 



House 



MARKET 



d STREET 



UX 
2 













HOSPJ 





OFFICE 



> 
< 

C4 



PHARM/VCy 




2. Review building locations with the claira, i.e., *The i^armacy is in 
fSront of the ho^ital.** **The hospital is across from the school.'* 
"The post office is next to the church." etc. (At this time 
additional langua^, "It's in the middle of the block," and 
"on the comer" may be introduced.) 



3. A 4eck of 3 z 5 caids wi^ '"wfafflne" queitk>n8 such as ''Wheieisthe 
pharmcy V* is placed xmt to the map and students in turn draw 
(bttiUlii^ 

from ^ deck. Iliey xead tiie questicm and thai answer it, using Ute 
stnictuie just i«viewed. 

4. Demonstrate on the the following commands: 

Turn left 
Gk> s^brai^t. 
Go two blocks. 

Go two Uocks on 2nd Avenue. 
Go stoui^t two Uocks to A Stieet. 

6. Give the commaiHis to individual studofits to p^orm <m the m^. 
Designate an impropriate starting ^ace for each student 

6. Stuc^ts give the ciwnmands to you, md thai to one anoth^. 

7. Bring out anottier set of index cards. On these are printed two 
locations, e.g., '♦The church to pharmacy . " Draw a card, 

(building) (buUding) 

read it and ask, "How do I get from the church U > ihe phamKwy ? " 

(buflding) Cjuilding) 

One of the students gives directions to you. 

8. Students are divided into pairs, each group receiving a map and set 
of index cards with two locations noted on them. Students practice 
asking each other how to get from one place to anottier. 
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IDEA SUGGESTED BY: 

The Ckmsortium: 

The Experiment in International Living 
Save t^e ChiMx^ Federation 
Work! Education 

Phanat Nikhom, Thailand 



COMPETENCY: M^ter Ust: 

Ix>cations Inside 
a Building 


ML 

iu~l) 


LEVEL: A, B,C 






GENERAL 

TECHNIQUE: Substitution Drills 





Estimated Time 
Objective 
Materials 
Directions 



ERiC7 



30 minutes 



Students can describe locations. 



Ncme 



1, 



Three students are bro^^t to Hie firont of the class and arranged 
in a variety of positicms in relationi^ip to one another ^ one student 
stands to the left, n^t, behmd, or in front of another student. The 
following questions are asked: 



Where is . . . 
Who is he next to. 
Who is behind 



next to. 
beside ^ 



? 



in front of . 
in back of . 
between 



9 
9 

and 



2. 



Draw a mBp of the clas^oom on the board* The blackboard, chairs, 
windows, door, etc. are drawn in relationship to one another. 
E^h student comes to the boanl and places an X throu^ his 
or her seat 



3. Ask the following question of the students, then have the stuctents 
ask each other the question « 



Q: Where is 

A: He*s (sitting) 



? 

next to ^ 

behind 
in front of . 
in back of 
between 



and 
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IDEA SUGGESTED BY: 
John Potter 

Lutheran Immigration and Refu^ 
Services, American Council for 
NationaUties Services (LIRS/ACNS) 

Hong Kong 



Estimated Time 
Objective 
Materials 
Directions 



ERIC 



COMPETENCY: Master List: 

Locations Inside a 
BuUding; TelUng 
Time (use of ordinal 
numbers, dates) 

LEVEL: B.C.D.E 
GENERAL 

TECHNIQUE: Total Physical Response 



ML 
(D~l,10) 



15-30 minutes 



Students can practice ordinal numbers with locations. 



Chairs for aU students in dass 



1. Set up chairs in 3-4 rows of from 4-5 chairs each, depending on the 
number of stiklents in tbs class, and l^ve ample spsxx betw^n 
rows for the stud<^to to move around. 

2. Introduce •*row" by asking, "What's this?" (gesturing to include a hne 
of chairs) and stating, "It's a row." Review ordinal numbers plus 
"last" by saying, **Thi8 is the first row." "What's this?" (Students 
should s&y "That is the second row." etc.) If the students iden^ ttie 
last row by an ordinal number say, "This is the LAST row." Then con- 
tinue the review by asking, "Who's the first stwdent in this row?" 
♦•Who's the second sfaident in the row?" "Who's the first student in 
the last row?" etc. This drill establishes the order of rows and seats, 
which is nec^sary for the exercise. 

3. Give commands for operations to the class in the following sequence: 

a. "TlieHrst student in the second row, raise your hand." 

(Demonstrate raising your hand while gwing the initial command.) 

"T^ e first stu dent in the fourth tovf , sta nd up (ju mp up. 

(ordinal #) (ordinal #) (command) 

go to the door, etc.)." Use actions students have already 
learned. 



c. **The 



student in the. 



(notebook, etc.) to the. 



. staident in the 



row, give your pen 
row.' 



d. *The^ 
in the 

e. "The _ 



row, tell the 



student 



_ student in the 

„ row to stand up ( give her pen to you , etc.)" 
_ students in the last (first, etc.) two (three, four 



etc.) rows, 
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The Imt two p€»mt$ are estc^nsions of the structure that advanced 
students *ould be able to comprehend after completing the 
sequence above. I'or each set firom a-e, give six or seven 
variations, increasing the speed of your speech. More than one 
student may perf<Mrm the activity at a time in d and e, 
^ch mdAs enoi;^ confusicm that students will have to listen 
especially careftiUy. If students do not understand a command, 
encourage them to ask you to ''Repeat." 



IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 

Galang, Indonesia 



COMPETENCY: Master List . 

Clarification 


ML 
(CL- All) 


LEVEL: AU 




GENERAL 

TECNIQUE: Picture Story 





ERIC 



Estimated Time 
Objective 
Materials 
Directions 



1 hour 

Students can ask for clarification when they don't understand. 
Pictu!ie story *«0n Bank Stieet" 



1. Follow instructions for presaiting picture stories (see G^ieral 
Technique) using the picture story below: 
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SITUATION: A man takes a message over the telephone. He delivers 
the messs^e incojnrectly twice. Last Frame: The man 
gWen the message waits for his friend to show up. 

FRAME BY FRAME: 

1 . A woman and a man are talking on the tel^one. 

The woman says, *'Tell my friend to meet me at 9:00 A.M. at the 
sdbkool on Bank St.*' 

2. The n»n telb the friend to go to the bank on Sdhool St. at 9:00 A.M. 
/The messs^e is not correct/ 

3. He goes to the bank on School St. 
He waits but no one comes. 

4. Hie womian goes to the school <m Bank St 
She waits but no (me comes. 

5. She calls the first man a^dn. 

She asks, "Did you tell my fri^d?" 
He says, "Yes." 

6. She asks, "Are you sure?" 
He shouts, "Yes!" 

7. ^e says again, **TeU my friend to meet me at 
9:00 A.M. at the school on Bank St" 

The man says, •*OK." 

8. The man teUs the friend to go to the school on Bank St. at 9:00 P.M. 
/The me^ige is not correct./ 

9. The woman goes to the school on Bank St at 9:00 A.M. 
She waits but no one comes. 

10. The man goes lo tiie school on Bank St. at 9:00 P.M. 
He waits but no one comes. 

NOTE: People in America are often put in the position of relaying 

messages and it is important to get tiie message correct. People 
can ask for clarification if they don't understand or they can 
write the message down. 



Taken from America, tn Sight by Fred Li§on and Herman S.K., The Experiment 
in Intematitmal LMng. 
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IDEA SUGGESTED BY: 

Bi^nvenida Reyes 

International CathoUc Migration 
Commission (ICMC) 

Bataan, Philippines 



COMPETENCY: Morter List: 
Clari^tion 


ML 
{CL-7) 


LEVEL: C, D, E 




GENERAL 

TECHNIQUE: Narrative 





Estimated Time 
Ob^tive 
Materials 
Directions 



30 minutes 

Studmits can Bsk for dari^tion u^g ''WH" questions, 
Competency4>a$ed lesding passages 

1. Read the pa^e and then a^k questions about it. For example: 

In Wa^ington, D, C, r^Wic buses cost 7^ to ride. 

Qu^ions: a. Wb^^e do bus^ g<^ 75^ to ride? 
b. What costs 75^ to ride? 

c« How much do buses in Washington, D.C. cost to 
ride? 

2. Ask students to repeat the sentences in full. 

3. Give key words from the sf^ntence and request students to ask the 
corr^onding qu^ion. 



For example: 



Telpher 
Student 

Teacher 
Student 
Tether 
Student 



75^ 



- How much does it cost to ride buses in 
Wa^ington, D.C.? 

- In Washington, D.C. 

- Wh«e does it cost 75^ to ride buses? 
Bus^. 

- What costs 75^ to ride in Washington, D.C.? 



4. Go through Steps 1^3 with other sentences based on whatever 
competency is being tau^t. 

Examples: Mai has a doctor's appoiniment at 3:00 P.M. (who? 

what? where?) 
Vang works at a factory from 9:00 P.M. to 5:00 A.M. 

(who? where? when?) 
In Amerio&f niany apartments cost more than $200 

a months 

(where? what? how much?) 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save the Children Federation 
World Education 

Phanat Nikhcm, Thailand 



COMPETENCY: 


Master List: 
Clarification 


Ail 

ML 
(CL- 13) 


LEVEL: D, E 






TECHNIQUE: 


Repetition Drills 





Estimated Time 
Objective' 
Materials 
Directions 



ERIC 



15 minutes 

Students can clarify instructions by repeating them. 
Instructions written on index <»tds 

1. Write various instructions on index cards. 

2. Student 1 draws one of the cards and reads the instruction. 

3. Student 2 repeats the instxuctaon ex«;tly. 
For example: 

Student 1 — (reads) Go to ^e supermarket and buy some bread. 

Student 2 -• You want me to go to the supennarket and buy 
some bread. 

Student 1 — That's right. (Y^, please.) 

Hare Bxe some sample instructions: 

Show me the furniture department. 

Go to the grocery store auid buy roe some rice and chicken. 

Meet me in the pa:^ing lot in 15 minutes. 

Please take me to the ^(^ping center (in yotir car). 

Please diow me the hardware store. 

Buy me some lettuce and tomatoes. 

Take this food home. 

Can you lend me $15? 

Help me cook dinner tonight. 

Meet me at the factory in an hour. 

Call me tomorrow afternoon. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

The Experiment in International Living 
Save t^e Children Federation 
Woiid Eduottion 

Phanat Nikhom^ Thail»id 



COMPETENCY: Master List: 
Money 


ML 

(M-AU) 


LEVEL: All 




GENERAL 

TECHNIQUE: Various 





Estimated Time 

Objective 

Directiom 



ERIC 



Vari^ de})ending on activity and level of class 



St^idents can use American money. 



Money Flash — Make cards with pictures of coins and bills on them. 
In pairs or groui^ one student fla^^ a caxd for a t^ort time. The oUi^ 
students ss^ tbe amount ^at is on the card. Hiey may also tty to write 
the amount wi^out Q>eaking. 

Coins and Bills - Teach paper money before coins. Put students in groups 
and give each group a pile of pi^ bills. Teadiar or student calls out 
an amount, simple at Sxsi, then more di^^ilt, and eadti student takes 
liiat amount out of the pile. Replace the bills with coins and call 
out amounts in cents. Finally, put both bills and aiins on the table and call 
oui cmnbim^ions (**five dollars and twenty«five cents*'). 

Money Pile - Take bills and coins to class. Put a pile of money on each 
student's desk. S/he counts it and teUs you the amount. Change the 
amounts and repeat. Or put a big pile of money on the ttU>le, mixing it all 
together. Call out an amount. Two students go to the table and the one 
who can find the amount first wins. 

Counting Race - Pite a lot of money on a t^ble mixing different denomina- 
tions together, ^ring one or more students to the table and give them 
a certain time (30 seconds) to count as much money as possible. 
The one who counts the most correctly wins. 

Give Me Money - Seat students in pairs in a row parallel to the blackboard, 
so that one student in each pair is facing the blackboard and the other 
has her/his back to it. Give the studente who cant see the blackboard 
a pile of money Write an amoimt on the blackboard without talking. 
(Students with money don't look around at the amount.) The student m 
each pair facing the blackboard 8ays,"Give me $ (amount)" rt^ading the 
amount from the blackboard. Student with money gives her/him 
the proper am<Htnt. Later, students switch positions. This sK^tivity 
is good for readir^ amounts of money, listening comprehension, 
and counting money. 

Buying Race ~ On a small piece of paper each student draws something 
which can be bought at a certain place (restaurant, supermarket) and 
writes a price on the item. Teacher collects pictures and divides them 
into two piles, then divides class into two teams. Each team member 
is given a variety of ccins and bills. Each team chooses one pe reon 
to be the "reller." Members of each team "buy" the pictures from the 
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seller, saying, "I want/need !!. or "I'd like Seller answers, 

"H^ you aie." The buyer then quickly pasfs the exact amount of 
money. The team iHilid) can finish purcha^g all of its ptotures first wins. 



Gtfiltfl^ C^&cife Two Of tiiree stud^ts acting as "casfaien" sit at a ta^ 
Put a lot of diange on the taHe. Give other students quarters, dollar bills, 
or terger bills. They go up to tibte cmhierB and ask the following questioi:^: 

Do you have i^aoge for a quarter? 

adoUar? 
five dollars? 



Typical change given by ci^bkr: 

for a quarter: 2 dimes and a nickel 
foradollar: 3 quarts 2 dim^ and a nickel 
for 5 dollars: 4 doUar biUs, 3 quarters, 2 dimes 
and a niclb^l 

For h^ihc^ l€^db, ^e following dialogue may be used: 

A: Do you have diange for a dollar? 
B: What do you want? 
A: Four quarters 



Makiim Om^ - Take real mon^r or play money to class. One student 
acts as the ^e^ierson, anotha as a customer. The customs pays for 
a purdhuase with a large bill, and the sal^imon has to make chan^. 
Deliberate mistakes can be made to elicit the foUowtag language: 

This change is wrong. 

This isnt ri^t. 
This isn't coxrect. 

Knock (he Price Divi^ the blackboard into squares, marked $, 
25^, 10^, 5^, and 1^. Ghre a student an ofa^t witii a price ti«. The 
student knocks each square according to the number of biUs or coins 
he would use from each denomination to psy for the object. For example, 
if the price w«« $2.80, he would knock *•$** two times, "25^" three 
times, and "5<^" one time. This may be done competitively with teams, 
and check maj^ can be made with chalk (a different color chalk for each 
team) to replace knocks. 
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IDEA SUGGESTED BY: 
The Consortium: 

tho Zxprnmrnt in International Uflnxtg 
Save the ChUdven Fedefaticm 



COMPETENCY: 


Mastn List< 
Telepbcme 


ML 

(TE - 2* 5) 


LEVEL: A, B 






GENERAL 
TECHNIQUE: 


Conc^tration Game 
Dictation 





Estimated Time 

Objective 

Materials 

Directions 



ERIC 



Varies depending on activity 



Students can zead and write telephone numb^. 



Tdiei^one numb^ cards 

Telej^one dixectory psm with emetg^xcy niunb^ listed 



1. Tekphom (UmeentroAon 

Play a roncentmtion gme where stmibnts match telei^cmc ntmibers. 
Use 30 cards in all. A match looks VSIm 



W-3113 



711-3113 



2. Telephone Dictation 

lactate a telephone number; the students must write down the 
number. To prev«it lip reading, hold a piece of paper in front of 
your mouth or stand behind the students as they write. 

3. Telephone Number Recognition 

Give students strips with tdephone numbeira. (Seven digits only) 
Say different telephone numbm. The sUid^t comes forward io: 

1) Write the t^i^one number on the board and 

2) Read the tfelephcme number. 

4. Emf:^ncy Number Recognition 

Make copies of one of the b^inning pages of the telephone book 
that has the 911 number, ttie number of the fire department and the 
number for the police, etc. Read one of ttie emergency numbers. 
Have the students identify <» circle each. 
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IDEA SUGGESTED BY: 

£SL Staff 

Tlie Com(»tium: 

Hie Sxi^riment in Intematlkmal Living 
Save the CMdreas Fedoratiim 
World Education 

Phmat Nikhom, Thailand 



COMPETENCY: 


Tellini! Time: 


ML 

(SO- 8; 
Tl-9) 


LEVEL: B, C 










GENERAL 
TECHNIQUE: 


Ckmstmctalog 





Esthnated Time 
Objective 

Materials 
Directions 



ERJC: 



1 hour 



Students can write and porfonn dialogue i^rc^nriate to a given 
competency. 



Visual 



1. The foUowi]3g typea of pictmes are drawn on laige cards: 

a. A man taking on tihe phcme 

b. A woman talking on the 0ione 

c. A man and wmnan in a r^taurant 

d. A man sod woman in a ISh^it^ 

e. A man and wonutn dancing 

t A man and woman swimming 

etc. 

2. Stick pictures a. and b. on opposite ends of i^e board. PtcUtre c. 
is displayed to show ihe result of the conver^tion. 

3. Demonstrate a {K>ssible {^one ^mversatitm dialogue. This can be 
accomplii^ed by usir^ two puppets, modeling with an aide or better 
student, or pli^g both the male and female roles by lowering 

the voice for the man's part and msing the voice for the woman's. 
(If the teacher plays both parts, the use of two diJQferent hats is fun 
and further helps define the rol^.} 

Sample Dialc^e: 

Man: Hello, Mary. This is John. 

Woman: Hello John. 

Man: Would you Uke to have dinner? 

Woman: Yes, when? 

Man." Tomorrow. Ill m^t you at 5:00 at your office. 

Woman: OK. See you tomorrow at 5:00. 

4. The class is divided into pairs. Each pair is given a picture (such as 
listed in step 1 : d, e, f ) that depicts the result of a ^one conver- 
sation. 

5. The pairs construct their own dialc^es (see (S^eral Techniques: 
constructalog). Circulate around the dass giving as^bl^ce. 

6. The dialogues are presented orally to the class. 
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If the ciass is having trouble gettatig started* put key words or phrases 
on the board for the pairs to inc<Mrporate into their dialogues. 

Sxample: s^pmntment tomonow 
meet your hcNUse 

at 8:00 take a bus 

Have ^ pairs write their dialogues on brown paper, l^urs tJlien 
exchar^ dialogues and present each other's material. 



411 



IDEA SUGGESTED BY: 
ESL Staff 
llieCfMisoTtium: 

Th« Bxp^riment in International Living 
Save the Children Federation 
Wo^ Education 

Vhamt Nikhom, Thailand 





ML 


Telephone 


(TE-7, to, 




12, 13) 


LEVEL: D, E 


GENERAL 




-reCHNIQUE: Dictation 





Estimated Time 
OfojectKe 
Materials 
Directions 



Variations 



ERIC 



1 hour 



Students can take telephone messs^es. 



Intercom i^ones (available from telei*one companies) 



1 . Place one intt^com jdione in the classroom and one outside, 
so two peoi^e talking on the phones cannot see each other. 

2. The p^scm left in the classnnsm must relay a message to the person 
outside. The message should include a time, an address, and/or 
telet^one nimiber as well as a verb (come, go, aUl back, see, talk to, 
phone, etc.). 

Sample Conversalicm: 



A: 
B: 
A: 
B: 



HeUo. Is Qui there? 

No. Can I take a menage? 

Yes, please. TeU him to caU Quang toni^t at 254-9121. 
OK. Goodbye. 
Thanks. Goodbye. 



3. After the mes^ge has been given, the student outside is called back 
in to refui the message. 



Placing the words "time," "address" and/or "telephone number," 
and Usting the verbs "come, go, call back, see, talk to, phone" 
on the board may help the students to remember to include all 
pertinent information. 

Write a specific time, address and/or telephone number, and an 
appropriate verb for mess^e4aking on index cards. Have students 
draw a card and relate the specific inf<»mation to the person they are 
calling. Compare what is written on the index card with the message 
that has been taken. 
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IDEA SUGGESTED BY: 

BSL Staff 

The Consortium: 

The Experiment in International Living 
Save the Childien Fed«fation 

Galang, Indonesia 



Estimated Time 
Objective 
Materials 
Directions 



COMPETENCY: 
LEVEL: D, E 


Master List: 
Telephone 


ML 

12- !3; 
SO- 8) 


GENERAL 
TECHNIQUE: 


Constiuctalog 





ERIC 



1 hoiir 



Students can make telephone calls. 



Situation task cards 

1. The class is divided into groups or pairs. Each group is giv«i a 
situation task card which requires them to make a call. 

2. The groups construct a dialogue and write it on brown paper. 

3. All groups role play their dialogues, 

4. After aU presentations have been given, eadi dialogue (on brown 
paper) is taped to the blackboard and analyzed for appropriateness 
of the language, discourse, and grammatical mistakes. 

Sample Situational Task Cards 

1. You caU up your girlfriend (or boy&iend). She answers the 
phone. You ask her to go see a Kung Fu movie with you 
on Saturd^. 

2. You were absent from sdiool today. You caU up your friend to 
find out what the homework is for tomorrow. He's not there. 
You want him to call you back. You are going out now. YouH 
be back home around 9:00. 

3. Your mother has just fallen down the stairs and broken her leg. 
Use the phone to get help for her. 
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IDEA SUGGESTED BY: 

SSL Staff 

The Ccmsortium: 

The Experiment in International Living 
Save the CSuldren Federation 
Woild £)ducation 

Fhanat Nikhom« Thailand 



OJMPETENCY: Master List: 
Telephone 

LEVEL: D, E 
GENERAL 

TECHNIQUE: Rejoinder Drills 




Estimated Time 
Objective 

Materials 
Directiom 



Variations 



ERJC12 



30 minutes 



Students can find doctors' and dentists* s^dress^ and phone numbers 
in the ^ite and yellow pa^ of a tel^one directory. 



Telephone books 



1. The skid^te are pl£u:ed in pairs or groups around telephone books. 

2. Show Itie class the differ^ce between ^e white pages (alphabetical 
listings) and the yellow pages (topical listings). 

3. Ask tiie s^Mitents to look up "Daitbts'* and "Doctors" in the 
yellow pages. Ask students the following two questions: 



What is Dr. 
What is Dr. . 



. 's jf^one numl^r? 



(The teacher may or may not choose to write the doctor's name 
on the board.) 

4. The students tben fUid the same names in the white pages. Ask the 
questions hi step 3 to tiie students once again. 



The students can \m the phcme books to find numbers of specific 
people or places, e.g., Robert ^on€S, Thomas Jones, Central Movie 
Theater, Wong's Chinese Restaurant, This can be done as a 
competition between the pairs or groups. 

Students can use the front of the jAone book to find the area codes 
for various places in the U.S. and the acce^ codes for other 
covintries. 
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IDEA SUGGESTED BY: 

ESL Staff 

The Consortium: 

Tlie Experiment in International Living 
Save the Children Federation 
orld Education 

Phanat Nikhom, Thailand 



COMPETENCY: 


General Review 








AU 


LEVEL: D, E 






GENERAL 




TECHNIQUE: 


P-ole Play 



Estimated Time 

Objective 

Materials 

Dilutions 



Depends on class level and number of ^tuationa presented 
Students can get services upon arrival in America. 



Signs 

Materials for each role pk^ situation 



This activity reviews all of the material previoudy studied. 

1 * Assi^ sevesrad stuctente to be newly-arrived refugees. Other students 
take the rdes of ^nsor, doctor, employment agency worker, 
teacher, landlord, bank teller, etc, 

2, Put up signs for the different agencies/placw where a refugee might go 
shortly after arrival in the U.S. The students who are agency workers 
stand under the appropriate signs. 

3. The ••refugees" go from agency to agency with cards telling them 
what they need to do. They role play situations with the agency 
workers. 

Samples: 



You want to send 
a money order to 
Vietnam. 



You want to r^ter 
at an ESIi program. 



You want to get 
a health exam. 



You want to rent a 
house for you, yotur 
wife and 3 children. 



You want to find 
a job. 



You want to <^sh a 
check. 
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Low level cbmes 



The teacher should take the lok of tiie agency workers. Students 
can practice l^e various role plays over several days in tiie order 
in which tibey uu^t encounter these situations in the U.S., e.g.: 

1. meet sponsor 

2. shop for food, etc. 

3. :nndahou^ 

4. make a doctor's appointment 
6. get a job 

6. send a money order 
etc. 
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